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Welcome to the sequel to Bane of the Cosmic Forge and the only game that could possibly follow its lead. 

It's everything Bane was...and more. 


256 Colors • Outdoor Campaigns • Full Musical Score & Sound Effects • Auto Mapping 
True Point & Click Mouse Interface • Unprecedented depth of story 


Ogdensburg Business Center, Suite 2E Ogdensburg, New York 13669 
To order or for a dealer nearest you call 

1 - 800 - 447-1230 

Circle Reader Service 11129 
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On the Cover 

With sound-blasted trumpet flourishes and luxuriantly 
decorated halls, the Golden Emperor invites you to 
sample the richness of CGW's lOOlh issue. This 
special Collector’s Edition features a 
computer-generated cover by illustrator Mark J. 

Ferrari, Conceived by editor Johnny Wilson, the 
rendering portrays Golden Emperor (publisher) Russell 
Sipe, vizier Wilson at left, proud chef Ken Brown, and 
elven cake-bearers Alan Emrich, “Ranger” Chris 
Lombardi. Dawn Thompson and Mike Weksler. 

Ferrari did two weeks worth of work in only four days 
for the image — twice as long as any previous computer 
image he had created. “When you turn people green 
and raise their eyebrows half a foot, it’s a challenge to 
maintain their likeness,” he observed. The piece is 
Ferrari's first computer 
artwork intended specifically 
for print. He painted over 
electronic scans of the faces. 
Long gradients and intense 
anti-aliasing helped minimize 
pixelation in the approximately 
640x480 pixel image. The 
work was created in Deluxe 
Paint II Enhanced by 
Electronic Arts. Mark’s palette 
is a 386/33, his brush a mere 
Mark Ferrari mouse. 
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8 3900 Games Later 

CGW’s Retrospective on 1 1 Years of Computer Gaming 
by Russell SIpe 

34 Hail, Kyrandia! 

Robin Matthews Greets Westwood Studio’s Legend of Kyrandia 

38 A “Hole” New Way to Look at Golf 

Part I in a Series on Course Design for Jack Nicklaus Signature Edition 
by Mark Willett 

42 SSI’s The Summoning 

Chuck Miller Conjures a Sneak Preview of the First in a New Series 

49 The Dick Van Dyk e \ Peter Oliphant Show 

Johnny L. Wilson Interviews The Child Star/Adult Designer 

54 What’s Revolutionary about Crisis in the Kremiin? 

Spectrum HoloByte’s Game of International Politics Reviewed 
by Political Columnist, Chuck Moss 

58 The Dark Haif of Charles Ardai 

The Critic Confesses New Capstone Release Offers Dark Side 

61 It’s Only A “Digital World” 

Designer Bill Fisher Attends Seybold Seminars’ CD Conference 

64 Virgin’s Magnetic Scroiis Coilection 

Fli-Tech Text Games with a Classical Flair 
by Charles Ardai 


68 Flapper Era Fad — Oriental Classic 

Electronic Arts’ Hong Kong Mahjong 
by Scorpia (Honest!) 


72 Clubhouse Chatter on Links 386 Pro 

Access’ New Premium Version of the Award-Winning Gam' 
by Thomas Liam MacDonald 

76 Confessions of a Computer Composer 

Ken Allen Speaks Out on Music in Computer Games 


80 How Virtual is Virtual Reality? 

An Update on the New Technology 
by Craig Engler 

84 Studying the Classic 

Spectrum HoloByte’s Tetris Classic 
by Michael S. Lasky 

88 Open With a Spassky 

Tim Carter Rates Grandmaster Chess 





99 Evan Brooks Goes Into Orbit 

Science Fiction and Future Based Strategy Games Rated 

110 The Best Games of the Commercial Year 

Computer Gaming World’s Game of the Year Awards 

118 Journal of Computer Game Design Abstracts 

“Plagiarism” Designed to Whet Reader Appetites 
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)0 Brand New Adventures! 

Just when you thought they were finally safe those green haired numbskulls 
^ have blissfully blundered off towards new and greater perils. 


Availabk in IBM PC compatible; Amiga and Atari ST formats, Circle Reader Service ^>1 09 
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Interact with dozens 
of unique characters, 
each with their own 
personalities — 
and alibis 
• 

Use the detailed 
overhead map of 1888 
London to 
identify your next 
sleuthing location 
• 

Refer to Dr. Watson’s 
journal for a detailed 
record of your 
investigation 

• 

Use your laboratory at 
221B Baker Street to 
analyze clues 

• 

Classically-scored 
soundtrack with over 
30 original themes 

• 

Digitized voice and 
sound effects 
(soundboard 
required) 

The Lost Files of 
Sherlock Holmes for 
the IBM PC and 
compatibles. 

Visit your local retailer, or call 
1-800- 24$'4525. By Mythos Software and 
Electronic Arts. ©1992 Mjihos Software. 
All RjghLs reserved. IBM is a registered 
trademark of International Business 
Machines Corporation. 
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A young actress has been:: 




4%J:he Regency Theatre. 
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Jack the Ripper appears 


to have struck again. 
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to you my friend. 
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by Russell Sipe 


Sometime in early summer of 1981 
the first review copy of a computer 
game arrived on Computer Gaming 
Worlds doorstep. 

Unfortunately, we did not keep an accurate log of arrivals 
back then. We wish we could remember which was the first 
game to arrive at CGW. Perhaps it was Muse Software’s 
Robotwar. This game was popular enough with the CGW 
staff that in our early years we sponsored a series of annual 
Robotwar tournaments. Robotwar has spawned a couple of 
offspring in last couple of years. Origin Systems Omega and 
Maxis Software’s Robosport are spiritual descendants or the 
original. Or perhaps Castle Wolfenstein, another Muse 
Software product, was the first to arrive. This year, eleven 
years later, Castle Wolfenstein has been updated to 1992 
standards and has been re-released. As they say "what goes 
around comes around." 

What "comes around" this month, some 3900 review copies 


later, is the 100th issue of Computer Gaming World. The 
staff of CGW takes great pride in this accomplishment. Most 
magazines are part of a larger stable of titles within their 
publishing company. CGW is somewhat different. For 
eleven years the staff of Golden Empire Publications put all 
their efforts and affection into one magazine, CGW. It is with 
particular pride that our staff celebrates this milestone. 

It is also with great pride that at the same time we 
celebrate the 100th issue of Computer Gaming World, we 
celebrate the addition of a sister publication. Shipping 
almost simultaneously with this issue of CGW is the first 
issue of our new publication Kids & Computers: A Magazine 
for Parents. 

Recently CGW introduced "Once Upon a Time", a column 
on the history of computer gaming. In the tradition of 
"Once" but with a broader view, this twelve page article 
looks back at the history of computer gaming as seen 
through the pages of 100 issues of the world’s oldest 
computer gaming magazine; Computer Gaming World. 


Pages 
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All Rights Reserved. 


Hell hath no fury like the wrath 
of a woman scorned. 


Join the King's army in a periious mission 
to free the peopie of Turnvale and restore 
peace to the iand. 
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■your fate is decided when you fail in 
battle — you become a prisoner of the 
Temptress and her evil Skorl warriors. 
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Expiore your surroundings as you unravei ' 
the mystery behind the Temptress and her 
diaboiicai piots. 


In the world of Virtual Theatre, other 
characters take on a iife of their own. You 
never know what may happen... 


Slowly, you open your eyes In the light enA^egin to take in your 
surroundings. The rough stone wails... the filthy $tra^ 4 nattress under 
a flickering, smoky torch... the barred window a^tTnTas^rve oak door. 
Obviously, this isn't the guest suite. Jiie7j9(tefuVTpf)|l oTTurnvale has 
been seized by the enchantress Selen^:.. amfiSbj, it^eems, have you. 
Enter the world of Virtual Theatre^**, an iiMi^yativ'e^^yif graphic 
adventure system where fbntasy beeomes reality ami characters take 
on a life of their own. You assume the role of Diermot, an unlikely 
hero caught up in a web of sorcery and intrigue. Match your wits 
against the cruel Temptress and her monstrous cre atures, the savage 
Skorl. Just who is this mysterious Selena— and what is she after? The 
answer to these questions lie hidden in Lure of the Temptress. 


Lure of the Temptress'" and Virtual Theatre™ are trademarks of Virgin t,’ 
Games. © 1992 Virgin Games, (r) 1992 Revolution Software Ltd. ' - 

Konami is a reoistered tradem,ark of Konami Co. Ltd. © 1992 Konami. ■' 





The Major Players in 1981 

Adventure International 


Number One 


The most significant release of fhe 
year was the first installment of the 
now classic Wizardry series. Andrew 
Greenberg and Robert Woodhead 
put two and a half man-years Into 
The Proving Grounds of fhe Mad 
Overlord which was the number one 
rated game in the CGW Poll for a 
span of 18 months, 



Computers on the Move 


Disk Drives vs. 
Tape Players 


Scott Adams made a name for himself in the late 
70's and early 80's not only for producing the 
commercial version of Adventure, but also for 
heading one of fhe most prolific computer game 
companies of fhe time (specializing in the classic 
text adventure format). 

Automated Simulations (Epyx) 

In 1978 Jim Connelley bought a Commodore PET 
to do bookkeeping chores for a D8(D campaign he 
was running. Jim decided fhat a good way to write 
off the purchase would be to design a computer 
game and sell it. He invited one of his D8cD players, 
Jon Freeman, to write the game with him. They 
completed the game and had to think up a 
company name. Jim came up with "Automated 
Simulations". Their first copy of Starfleef Orion sold in 
December 1978 thus giving Jim his write-off. In 1982 
the company would change it's name to Epyx. 

The Avalon Hill GameCompany 

Long the leader in the board gaming hobby, 
Avalon Hill formed fheir Microcomputer Games 
Division in 1979 when they released four fitles: B-1 
Nuclear Bomber; North Atlantic Convoy Raider; 
Nukewar; and Planet Miners. By Fall of 1981 their list 
had grown to a dozen releases with Tanktics being 
the best. 

Broderbund 

Attorney Doug Carlston used a TRS-80 to design 
Galactic Saga. He and his brother Gary formed 
Broderbund and, like many companies at that time, 
packaged their products in ziplock bags. Today 
their educational and entertainment products are 
known world wide. The Carmen Sandiego series has 
consumer recognition well beyond the world of 
computer gaming. 

Hayden Computer Software 

Between their Hayden line and their Programme 
International line, Hayden Software produced many 
titles in late 70's and early 80's, the most notable 
being Sargon I, II, and III. 
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1981 1982 1983 


Apple games dominated the years 1 98 1-1983, Atari 
wasthe numbertwo machine. It wasa time of decline 
forTRS-80 gamesand growth for two new machines, 
the IBM and C-64. Most of the games in the Other 
oatagory are a fairly balanced mixed of the two (the 
Radio Shack Color Computer & Vic-20 made up most 
oftherest). 


These days we are 
watching the seemingly 
slow move from floppy fo 
CD based computing. In 
1981 diskettes were in the 
final sfages of 
overthrowing cassettes as 
the consumer's medium of 
choice for data storage. 




Muse Software 

Muse Software's Robofwar and Castle Wolfenstein are two 
standouts of the time that still influence computer gaming in our 
day. 

On-Line Systems 

Ken and Roberta Williams developed their first computer game. 
Mystery House, at their kitchen table using an Apple II computer 
and graphics tablet. They formed On-Line Sysfems, to be renamed 
Sierra On-Line and have made it one of, if not the premier 
computer game companies. 

Sirius Software 

Sirius was a big name in arcade style games. A commitment to 
developing cartridges for 20fh Century Fox Games provided Sirius' 
undoing when the arcade crash of 1983 hit. 

Strategic Simulations 

Much Tke CGW, SSI was started by a gamer who saw an 
opportunity to turn his hobby into a business. After Avalon Hill and 
Automated Simulations expressed no interest in his designs, Joel 
Billings (who still runs "miniatures" campaigns in his office after hours) 
started SSI to produce computer wargames. Computer Bismarck, 
which was orginally designed on a Northstar Horizon was released 
for the Apple II in February 1 980. The rest is history (or fantasy, 
depending upon your viewpoint). 



tackles and 
audibles, to NFL 
draft, trades, 
and digitized 
gridiron sounds 


Introducing a new football dynasty. NFL from Konami? It 
does more than outclass the competition. It gives you depth, 
detail and authentic NFL action that’s in a league by itseli 
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☆ NFL features all 28 league teams, plus bigger rosters than any other game. 

☆ Only NFL has real-time play action with fluid, life-like player animation. Not clumsy and stiff like the competition. 

☆ Only NFL gives you 10 player attributes plus 6 vital statistics for every player, more than John Madden n 
or Mike Ditka Ultimate Football. 
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Team names and logos 
are the registered 
trademarks of the NFl 
and teams depicted. 
MIKE OITKA ULTIMATE 
FOOTBALL Is a 
trademark of Accolade. 
JOHN MADDEN 
FOOTBALL and EASN 
are trademarks of 
Electronic Arts. Konami 
is a registered trademark 
. of Konami Co., ltd. 

® 1992 Konami. 

Ail Rights Reserved. 




Siam's 


Rushiftj (Ne/Yds/Avc) 
Passing (No/Yds/ Avg) 
Passing (Comp/Atts)- • • 

Completion % 

PunCing (No/Yds/ Avj) 
rumbles (No/Lost) - ^ 

Intercepted 

Sacked 

1st Dovns 

Net Yards 

Touchdowns 

Extra Points 

Field Goals fNo/Atts) 

Safeties 

Penalties (No/Yds) — 

Total Score 

Total Plays 

Time of Possession 

Total Yards 


☆ OnlyNFLcancall22 different penalties. 

☆ Use the Haybook to execute your gme plan. Or aeate and practice your own offensive and defensive plays, 
choosing from 72 variables with millions of combinations. 

☆ Play pre-season rames, run a training camp, 
or play an entire Super Bowl season with 
divisional, NFC and AFC playoffe. 

☆ Instant replay with VCR interface, and TV 
broadcast stole scoring updates from around 
the NFL 

Available Spring 1992 for MS-DOS. 

< Extensive statistics mluding halftime and 
end-ofgame scoring summaries, end-(fgame 
team and player stats, plus season stats 
for each playk 
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Season Overage 
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175 
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Access Software 

In 1982 Bruce Carver bought a C-64 from o Salt Lake 
City computer retailer. He wanted to learn how to 
program sprite graphics. Since the C-64 manual didn't 
deal with multi-colored sprites Bruce wrote a sprite 
program for his own use. It was so good he started 
selling it as Spritemasfer. He made tape copies one at 
a time until his retailer, Steve Witzel (now Marketing 
Director at Access), built a device that allowed them 
to make six tapes at a time. They thought they were in 
fat city. Several months later they landed a $6000 
order for Spritemasfer programs. They spent a lot of 
time copying. "Now we need a computer game" said 
Steve. Bruce went to work on Neutral Zone (a typical 
arcade game of the period). Ten years later they 
continue to push the state of the art and are best 
known for developing Real Sound and the Links line of 
golf games. 


3. 


Big Seller 


According to a summer 
1 982 CGW survey of 1 50 
game manufacturers, Zork I: 
the Great Underground 
Empire Part I was the top 
selling computer game 
(having sold 32,000 copies 
by June 30 of that year). 
Zork III was released later in 
the year bring to a 
conclusion the Zork trilogy. 
Infocom went on to 
produce another 32 games 
including this year's Leather 
Goddesses of Phobos 2. 


lech) 

aasoball (SSI) 
Olympic Decathlon (Microsoft) 


Electronic Arts 

i Trip Hawkins graduated with high honors from 
i Harvard wifh a specialization in “Strategy and Applied 
' Game Theory" and in 1975 had the stated goal of 
: starting a game software company before 1 985. After 
' receiving o MBA at Stanford, he joined Apple 

Computer early in its growth and left the company in 
Spring of 1 982 after serving as Director of Marketing 
i for Apple's LISA computer. One of a number of sharp 
thinkers who walked away from Apple as millionaires 
' Trip laid the groundwork for EA. After visiting 
I Computer Gaming World's offices to discuss the state 
: of the computer game industry Trip took a three 
month tour of Europe. On his return he formed 
Electronic Arts and signed up some of the most 
talented designers of fhe day. 

Lucasfilm Games 

In 1982 Atari provided a one million dollar grant to 
Lucasfilm to produce games for the Atari home 
computer. Lucasfilm had wanted to use the group to 
develop experimental technology for when film and 
computer tecnology came together (in reality. 
Industrial Light and Magic ended up filling this need) 
and produce educational games that would capture 
the imagination of the young like the Star Wars films 
! had. It took over two years for the first two 


4 . Guadalcanal Campaign (SSI) 

5. Choplifter! (Broderbund) 

December 1982 


products (Rescue on Fractalus and Ballblazer) to be 
readied for market. When the games were 
completed, however, Sam Tramiel bought Atari, 
Tramiel was not interested in publishing the games. It 
took another year for the games to see the light of 
day under the Epyx label. 

MicroProse 

In summer 1982 Bill Stealey was a employed as a 
strategic planner. During a break in a company 
meeting in Las Vegas “Wild Bill” was challenging all 
comers to beat his score on a coin-op game called 
Red Baron (no relation to the Red Baron game from 
Dynamix). A programmer at the same firm named 
Sid Meier waxed Bill's tail on the game. Meier 
explained to a chagrined Stealey that it was all a 
V;: - matter of observing the rudimentary A.I. of the 
pU enemy pilots then “ambushing" them. Sid boasted 
"Mthat he could design a better game in a week on his 
home computer. Bill told him that if Sid could do it, 
he (Bill) would sell it. The result (two months later) 
was Hellcat Ace. They formed Microprose and 
embarked on a course that would bring them fame 
. and fortune. 



Computer Gaming World 


Page 12 






t ^^£X/ \ 


Wj^Mmcfftks^M^^ dubbing ^or^rtKvie"^ 

of All-timer Ewn though fnrmnained faceless, 
i M intends to bring glory to the cult classic using more — 

^ ■'.fobtage of himself and. . . eoloriamgit As the studio's Privatelye you'll ' ' 
^:sarch over 70 locations, find the 6 reels and screen the film, frame-by-fiome. 
I to ensure that the warped actor did not cut Bela from the flick. Using actual 

digitized film footage, you'll sweat each scene, examining Plan 9 with slow 


r^cm 


motion, freeze frame, fast forward and rewind. It's up to you to preserve its 
' original awfulness. AvaUabh for MS-DOS Sr Amiga. 

^ Circle Reader Service #86 
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PlM 9 F^om Outer Space 01992 Wade Williams Productions. Konami^ is a registered trademark 
of KonamI Co., Ltd. Gremlin* is a registared trademark of Gremlin Graphics Software Limited. 
01992 Konamf 01992 Gremlin Graphics Software Limited. All rights reserved. Kortami Game 
Hint ft Tip Lir«e: 1 (900) SSS-HINT (^86). Calls are $.70 per minute. Touch tone phone lequired. 
Minors must have parental permission before calling. 
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1983 CGW Poll 
Top Five 

1. Wizardry I (Sir-Tech) 

2. Combat Leader (SSI) 

3. M.U.L.E. (Electronic Arts) 


APPLE'S COMPETITORS 

A 






4. Archon (Electronic Arts) 

5. Wizardry II Knight of Diamonds 



December 1983 


Of 

Gaines 

And 

Machines 


Although the Apple II computer would 
continue to dominate floppy based computer 
gaming for another two years, 1983 signaled 
the beginning of it's decline. The Atari 400/800 
became the machine of choice of several 
companies during the period 1983-1984 and 
the C-64 which was released in 1982 started 
coming on strong in '83, 

Lurking in the background 
but slowing building up 
momentum was the IBM, 



An 

Industry 

First 


The world's first computer game convention 
was co-sponsored by CGW. It was held in 
Southern California on Labor Day weekend 1983, 
SSI sponsored a Computer Game Penthalon 
(play 5 SSI games for a combined score). 
Speakers came from SSI, Avalon Hill Game 
Company, Softline (a computer gaming 
magazine from the early 1980's), Electronic Arts, 
ana Computer Gaming World. 

Today, computer gaming mini-cons within 
larger board/adventure game conventions are 

MICROCON commonplace 


THE STRATEGIC SIMULATIONS INC. 


PENTATHLON 


COMPUTER GAME SEMINARS 



ELECTRONIC ARTS 


We See Farther 


Electronic Arts released their first products in May 1983, 
As part of that launch EA produced the above 'image'' 
ad which ran in numerous publications including CGW. 
The ad, printed as a 14"x19’ detachable poster remains to 
this day THE best example of "image' advertising in the 
computer entertainment industry. The poster features the 
"software artists" behind EA's initial releases; Mike Abbot 
and Matt Alexander (two guys on left side) designed 
Hard Hat Mac: Dan Bunten (second from left top row) did 
M.U.L.E.: John Field (bottom row second from left) did Axis 
Assassin: Jon Freeman (third from left, top row) and Anne 
Westfall (second from right, top row) did Archon: Bill 
Budge (top row, far right) was the author of Pinbail 
Construction Set: David Maynard (arms folded) wrote 
Worms? 

The ad copy starts with this statement; 

"Software artists? It is a name these people are 
uncomfortable with. 'I'm not so sure there are any 
software artists yet', says Bill Budge. 'Maybe we've got to 
earn that title". 

Did EA's designers go on to earn the august accolade 
artist" in terms more real than advertising copy? It 
depends. Certainly Electronic Arts dominated the mid 
and late 1980's with their "New Hollywood" studio design 
concept. Some of the most talented people in the history 
of computer entertainment applied their talents to EA 
products. These days, however, EA is better known as a 
leading distributor of other people's designs and products 
than as a community of software artists. Today, EA and 
other companies that "see farther' are busily forming the 
strategic alliances that will prepare them to engage the 
"New Hollywood” in a more literal sense where film, 
television and computer game "artists" may form a new 
interactive entertainment. 
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In 1983 the video game industry hit the skids and by 
1984 had gone over the cliff. A series of poor 
management decisions at Atari (Atari V<iS and 5200 
System) combined with competition from Mattel 
(Intellivision) and Coleco (Colecovision) put Atari in a 
precarious position. At Christmas 1982 Atari had ten 
million dollars worth of unsold merchandise sitfing in a 
warehouse in Taiwan, not to mention the pieces to 
make five million E.T. carts. On December 8 Warner's 
stock lost 33% of it's value. It didn't recover. Other cart 
companies were affected as well. By 1984 the video 
game industry would be a shadow of it's former self. 

Into this chaos stepped Commodore with their hot 
new little home computer, the C-64. The C-64 would 
become the fastest growing computer in gaming in 
during the years 1983-1985. 

Meanwhile, of the 1 8 computer and/or video game 
magazines serving the computer game and video 
game hobby in 1983 all but Computer Gaming World 
disappeared over the next couple of years. 
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According to a 1984 survey the following percentage of CGW readers 
played games of that catagory at least five times per month. The totals 
are greater than 100% because a large number of readers played more 
than one catagory of games at least five times a month. 


Adventure 64% 

War game 73% 

Arcade 53% 

Abstract 1 2% 


Sports/Other 39% 

Dan’s Duo 


1984 CGI/V Pol/ 

Top Five 

1. 7 Cities of Gold (EA) 

2. M.U.L.E. (EA) 

3. Wizardry I (Sir-Tech) 

4. Ultima III (Origin) 

5. Fighter Command (SSI) 

December 1984 


CRASH GO THE CARTS 


1 984 was Dan Bunten's year. One of the original "software artists" 
from the EA "We See Farther" ad, Dan produced two outstanding 
hits for Electronic Arts in 1983-1984, M.U.L.E. and Seven Cities of 
Gold were top rated games all year long among CGW readers. In 
an industry where last year's hit is this year's old technology, 
M.U.L.E. and Seven Cities holds up well against the current crop of 
; designs. Good game design is not made obsolete by new 
i technology. 

■ Fortunately for those of you that weren't hanging around the 
' hallowed halls of computer gaming back in the early eighties, 
rumor has It that M.U.L.E. is being updated. Keep your eyes 
peeled. If the update is faithful M.U.L.E. should again appear in 
the Computer Gaming World Top 1 00 (and probably near the 
top). 
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Watch with pride as your warriors move into intricate 
formations (HIGH RESOLUTION mode IBM PC only). 



me game is lull of sumptuous graphics. 

Your Chance to get your own back! Conquest of Japan gives you 
five cities, each with money to hire armies -it is up to you to buy the 
right soldiers, and direct your armies to conquer Honshu, Japan’s 
main island! In a truly epic production, you are both the 
general,planning campaigns, and the army commander, directing 
troops within each battle. All battles are played out in real time, 
with your soldiers moving into formation in fantastic, colourful 
animation! You can become as involved as you like -from 
watching progress, to instructing individual men if you wish to! 

You can even choose to play each battle in Hi Res (386/25 
machines or better reccommended) or faster Low Res. 

FEATURES: 

• Miniature-style war simulation 

• Cities located differently each game 

• Choice of authentic troop formations 

• Simple to play 

• Your chance to conquer Japan!! 


Impressions 



IMPRESSIONS SOFTWARE INC. 7 MELROSE DRIVE FARMINGTON CONNECTICUT 06032. 
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Hardware was the big story in 1985, The IBM-PC turned the corner (in spite of 
droping the PCjr) and became a development platform for several publishers. 
In an April 1985 article, "IBM Goes To War", CGW declared a commitment to 
IBM-PC coverage stating that "the era of IBM computer gaming has arrived," 
The other big hardware development was Commodore's introduction of the 
Amiga computer. Greatly anticipated, the Amiga delievered graphics and 
sound capabilities unseen and unheard of to that point. It was cutting edge all 
around. ^ . 

Electronic Arts embraced the Amiga whole-heartedly. EA President Trip 
Hawkins declared that "the Amiga will revolutionize the home computer 
industry... we think the Amiga with it's incomparable power, sound and 
graphics will give Electronic Arts and the entire industiy a very bright future." 

As great as the Amiga computer was and is, EA's vision was thrown out of 
focus by the less than cutting edge marketing and distribution the Amiga has 
received over the years. 
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1 . 

2 . 

3 . 

4 . 

5 . 


1985 CGW Poll 
Top Five 

Kampfgruppe (SSI) 

Wizardry I (Sir-Tech) 

Mech Brigade (SSI) 

Ultima III (Origin) 

M.U.L.E, (Electronic Arts) 


December 1985 


AToteoi 

TumCoM|)ulm 

Wl lYELECTRtTNXlARD:; LSaTMMITTEITTOTHEAMlt'A 


Computers On The Move 


Apple 


The installed base of C-64s rose 
dramatically in 1983-1984. A lot of those 
video gamers that abandoned the 
cartridge market latched onto affordable 
C-64S, The publishers responded vigorously 
with translations and orignal designs for the 
C-64. In two years the C-64 tripled it's share 
of the market (measured by numbers of 
titles). 

The Apple and Atari 400/800 were still 
major players, but on the wane. The IBM-PC 
was building steam. The Amiga was too 
new to have a significant Impact on 1985 
releases. 


IBM GOES TO WAR 


ilber Alle$ 


Kampfgruppe was the 
top rated game by CGW 
readers in 1985. SSI's 
simulation of tactical 
combat on the Eastern 
Front during World War 
Two was a landmark 
design. 

Computer wargaming 
was still a strong catagory 
in 1985. However that 
was to change in time. 
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ROOT© 

^ X G«T© 

1 »^TROi. 

«Tr«i.c* I 
I C«»RGO 

I CANS 
( oxsco^>eR I 


Animated people develop buildings all 
by themselves. 


You will need to fight oflF pirates and 
more! 


Watch your empire grow. 


CHANCE TO DISCOVER^^m 


FEATURES; 

6 New Worlds to 
Discover 

Piracy - mutiny & 
battles 

Land & Sea combat 

Simple point and 
click interface 

8 ship types; 4 maps 

5 competing 
nations 


I n Discovery, you are the 
master explorer and 
adventurer: Set Sail into the 
distance, in search of new 
lands; Explore new worlds ; 
Pirates are everywhere - be 
prepared for sea battles; Create 
Cities fell trees, build farms, 
forts, warehouses, schools; 
Trade the prcxluce from your 
new world to buy new ships; 
Fight the other nations trying 
to establish their empire. 

In 1492 Columbus discovered 
America - for Gtxl, Gold and 
Glory! 

500 years later this is your 
chance to discover a new 
world! 









Chess 


Number 


One 




Number 26 Mar 1986 


Actually, Chessmaster 
2000 was #1 for only one 
month (December 
1986). However, it stayed 
in the Top 10 untii it's 
retirement to the CGW 
Hall of Fame (as a 
charter inductee). 
Chessmaster 2000 is the 
only chess game to ever 
make it to the top spot. 


StOfUKtf 
aU S»td 
^i*Uiuena£^ 


1986 CGW Poll 
Top Five 

1. Chessmaster 2000 (EA) 

2 . Ultima IV (Origin) 

3 . Bard's Tale I (EA) 

4 . Kampfgruppe (SSI) 


5 . Silent Service (Microprose) 


The years 1984-1986 saw a number of writers, both famous 
and little known, get involved with "electronic novels". In a 
few cases the writers became inimately involved in the 
development of the product, in others it was more a matter 
of using the author's name and prior work and forcing it into 
a computer. 

A few of the more successful projects (from a critical 
perspective) were Doug Adam's The Hitchhiker's Guide to 
the Galaxy from Infocom, Michael Crichton's Amazon from 
Spinnaker, and Thomas Disch's Amnesia from Electronic Arts. 
Synapse Software produced three electronic novels in 
which the reader/player reads the first chapters of the story 
in a hardbound book then goes to the computer for the 
balance of the game. 

As a catagory electronic books have not been very 
successful. 


FULL 

MYLAR 

JACKET 


The Vietnam 
War ended in 1975. 

The national trauma that 
followed in the U.S. dictated 
that, for years, Vietnam would 
not be the subject of 
'entertainment". It was not until the 
early 80's that Hollywood could 
turn to the subject in movies like 
The Deer Hunter and Apocalypse 
Now. Even these were not traditional 
works of entertainment. They were 
filled with the pain that was part 
of the trauma we were going through. 

Avalon Hill produced a game called VC 
in 1982 that made no one's list of favorite 
computer games. It was not untii 1986-1988 
that we were past the pain far enough to 
enjoy movies like Platoon, Full Metal Jacket, 
and Good Morning Vietnam. During that same 
period Conflict in Vietnam from Microprose 
and NAM from SSI appeared. Of the two. Conflict 
in Vietnam was the better game. NAM was too much 
like a WWiI game set in the jungles and cities of 
Vietnam. In our coverage of Conflict in Vietnam 
a panel of gamer/vetrans including two 
brigadier generals and the editor of a major military 
encyclopedia gave their opinions on the game. Although the 
panel liked the game overall, one of their critcisms was the 
unrealistic victory conditions which were based on taking and 
holding objectives. Here is part of the discussion from CGVi 
"The most serious dispute (by the panel) was over 
conditions. How does one actually win the war in Vietnam? V. 
the American emphasis on body count, the NVA also looked 
American casualties as an indicator. While the panel preferrec 
body count as a measure. Microprose's staff felt that "body 
count" was simply unmarketable and ghoulish. Unmarketable, 
yes; but then again, Vietnam was never intended 
to be a marketing man's dream." 
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BUILD YOUR OWN AIRLINE! 



• Develop your own global route 


• Buy the latest planes as new 


a You decide how to fit out all your 

network 


technology becomes available. 


planes. 


Air Bucks is your chance to 
build an airline- it won ’t be easy, 
but if you make it the rewards are 
huge! Start with $100,000 and a 
DC3in 1946, at the start of the air 
travel boom. Decide which places 
to fly to, where to use as a bub, 
when to buy new planes and 
which ones to buy. New planes 
become available over time, from 
a DC9 to Boeing’s 747! But beware 
just because a plane is new does 
not mean it is right for you. You 
must also find the cash to pay for 
it; and planes don't come cheap! 
You are sure to need the help of 
your friendly bank sooner or later, 
or even to sell shares! 



1 to4 players (human or 
‘ computer) 

Sophisticated economic 
' model. 

World map can change 
' every game. 

Fleet size larger than 
you’re likely to ever need! 

Detailed Graph Chart 
and reprints 

Hi-Resolution Graphics 
^ supported (IBM PC). 

Easy to use point ‘n’ click 
interface. 



• You can even set the luxury level 


• There’s money to be made in cargo 


• Will you beat your rivals to this 

on your fleet. 


as well as passenger flights. 


and other targets. 


YOUR RUNWA Y TO SUCC^! 

Impressions 

Committed to Excellence in Strategy Entertainment 
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AATARI 

Commodore 


HeoAe (He 

"Horizontal releases" were de rigeuer In 1987, Most 
game titles from major publishers were released for 
Apple, C-64, and IBM. The Amiga and Atari 400/800 
were often included in the release list as well, it was a 
year of maximum number of "machines supported”. 

In prior years one machine would dominate the 
percentage of releases (first Apple then the C-64), 
After 1987 IBM would dominate. 


Number 36 Apr. 1 987 


1987 CGW Poll 
Top Five 

1 . Gettysburg: Turning Point (SSI) 

2. Ultima IV (Origin) 

3. Pirates (Microprose) 

4. Starflight (EA) 

TIE Wizardry I (Sir-Tech) 

5. Might & Magic (New World) 


SSI & TSR Do AD&JT 


^ nmtiAL _ 

Adviincea 

Dun^onsfjftaagons' 

caMn.TniFiian.Cf 



1987 was a watershed year for 
Strategic Simulations Inc. They rolled 
the dice and came up a winner 
when they signed an agreement to 
produce official ADSrD computers 
games in co-operation with TSR 
Hobbies. 

The first title, Pool of Radiance, 
kicked off what has become one of 
the most successful product lines in 
the history of the hobby. 

Computer wargamers felt that SSI 
had abandoned them since the 
number of wargame releases 
dropped after the deal was made. 
From SSI's viewpoint, however, the 
success of the AD&D line meant 
that they could continue to develop 
wargames even though they are 
not as profitable as adventure 
games. 


The Year of 

^dvenhiring Dangerously 

Although Gettysburg: The Turning Point was 
the top rated game at the end of 1987, it 
had only edged out Uifima IV by 1/1 00th of a 
point. The real stary is that five of the top six 
games were adventure/role-playing games 
according to CGW readers (December 
1987). 1987 and 1988 were dominated by 
adventure and role-playing games. 

Classic series such as Uifima. Wizardry, 

Might and Magic, AD&D, along with 
individual standauts like Pirates and Starflight 
(Starflight II came out in 1 989) shaped the 
character of computer gaming in 1987 
and 1988. 
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SIT DOWN DITKA. MOVE OVER MADDEN. 


^ Merit Software" 


13635 Gamma Rd., Dallas, TX 75244 
214-385-2353 ©1992 Merit Software 


Call now to order or for the name of a dealer near you! 

1 - 800 - 238-4277 


IBM' Pt’ iuitl CompalibloH 5.25" (1.2 MB) and 3.5" (1.44 MB) disks enclosed. Retiuires: UO.S 3.3 or higher, 286 or higher, 640K 
RAM. V(iA Ctruphics, Hard Disk, and Mouse. Recommended: DOS 5.0 and 12 MHz or faster. Sound Support: Ad LibrSound 
Blaster;* PC’ speaker and more. 


T he all-orrnothing decisions. 
The bone-husting action. 
The thrill of victory. It’s all 
here in the most realistic pro foot- 
ball strategy game ever introduced! 

Co-designed by one of pro 
football’s greatest coaches, Tom 
Landry Strategy Football putsyow 


You ’ll thrill to super anima- 
tion and sound effects as 
the action unfolds! 

in the coach’s seat. You’ll choose 
from thousands of offensive and 
defensive formations. Then watch 
your plays unfold in eye-popping 
animation! 

You can analyze in-depth game 


‘ ‘Ask Landry ’ ’for advice from 
one of the greatest coaches of 
all time! 


Enjoy “point-and-click” 
menus that make everything 
fast, fun and easy! 

stats and scouting 
information. Make 
substitutions. 

Check weather 
conditions. Get 
on-line help, 
from the basics 
to advanced 
coaching tactics. 

And “Ask 
Landry” when you 
want advice from 
one of the best minds in the game. 

Make the right decisions, and 
you’ll coach your team all the way 
to a Super 
Bowl victory! 

See if you’ve 
got what it 
takes to go 
the distance. 

Order Tom 
Landry 
Strategy 
Football 
today! 


drnKiui roMiiSN 
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1988 CGW Poll 
Top Five 

1. Wasteland (Interplay) 

2. Empire (Interstel) 

3. Dungeon Master (FTU 


4. Pirates (MicroProse) 



5. Stealth Fighter (MicroProse) 
December 1988 


Although its window ot 
influence was to last less than 
1 8 months, EGA became the 
dominant graphics format for 
games in 1 988. Sierra was 
already shipping EGA products 
and their lead was followed in 
early 1 988 by EGA compatible 
releases from all of the major 
players by year's end. Who 
would have guessed that the 
shift to VGA would follow as 
fast as it actually did (see 1 989). 


r 

i 

i 



COMPUTER 
GIME / 
DEVEL^’PERS 
INFERENCE 



In 1 988 CGW interviewed a number of 
well known science fiction writers (Isaac 
Asimov, Doug Adams, Harlan Ellison, Alan 
Dean Foster, Roger Zelazny, Harry Harrison, 
Jerry Pournelle, and Steve Brust) to get their 
views on the possible futures of computer 
entertainment. 

Although some of the wilder predictions 
have not come to pass, several predictions 
from our March, 1988 survey are coming 
true. Alan Dean Foster spoke of artificial 
realities at amusement parks; Harry Harrison 
talked about wall-sized monitors and 
multi-player D&D games (long before 
AD&D was available on America On-Line) 
with graphics; and Douglas Adams noted 
that games would have to become 
increasingly more "multimedia" in order to 
retain popularity. 

Roger Zelazny pictured virtual reality 
games which would combine 
electroencephalography and 
biofeedback into the design. Not yet, but... 



The first Computer Game Developers Conference 
was a gathering of 26 designers in April, 1988. The 
conference was held at Chris Crawford's house and 
proved that there was interest in holding a larger and 
more lengthy conference. In September of 1 988, the 
Miltipitas Holiday Inn was the site of the second 
Computer Game Developers Conference where 
more then 1 00 designers, programmers, artists and 
musicians gathered to discuss game philosophy, 
design constraints and personal experiences. Today, 
more than 500 members of the development 
community attend the annual conference. 



I988's Wasteland \^as a 
favorite among CGW 
readers. The woy in which 
Wasteland's NPCts related to 
player characters, the 
questions of dealing with 
moral dilemmas, and the 
treatment of skills set this 
game apart. The 
post-holocaust quest 
blended science fiction and 
modern man-to-man 
combat into a classic mix of 
tactics and problem- solving. 
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THIS OPPONENT IS PROGRAMMED 
TO BE CHALLENGING. 





If you think you’re good at games, then let’s have some 
real fun. When you’re online with GEnie® Multi-Player 
Games, you’re playing real people, in real time. Some of 
the best players around the world. □ Splash a bandit in Air 
Warrior®, and you’ve just taken out eight other guys, who’ll 
be back gunning for you. Blast a MechWarrior^ in MultiPlayer 
BattleTech™, and who knows? Could be that jerk from the 
coast. Could be a mercenary who’s looking for a few good 
friends. □ With GEnie, the possibilities are endless, the 


people are terrific, and even the prices are competitive. So 
put some new life into your joystick, and sign on. We’ll see 
just how good you are. a Sign up now: I . Set your modem 
for half duplex (local echo) at 300, 1200 or 2400 baud. 
2. Dial toll free — 1-800-638-8369. Upon connection, enter 
HHH 3. At the U # = prompt, enter XTX99320, Stellar 
then press RETURN 4. Have a major credit card or your 
checking account number ready. □ For more information 
in the U.S. or Canada, call 1-800-638-9636. 



AIR WARRIOR* I MULTIPLAYER BATTLETECH™ 

! corporation 



GEnie. 

multi-player games 

100% ORGANIC OPPONENTS 


Air Warrior is a registered trademark and Stellar Emperor is a trademark of Kesmai Corporation. MultiPlayer BattleTech is a trademark and MechWarhor and BattleTech are registered trademarks of FASA Corporation. 
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Number 66 Dec. 1989 


1 989 could very well be known as the year of the sound 
card. At the Summer Consumer Electronics Show, Sierra led 
the way by announcing their commitment to the AdLib, 
Roland and Creative Labs sound standards in all of their 
products, as well as marketing the soundboards through 
their direct mail catalogs. By year's end, six cards were 
competing for the market share with more on the way. 


FIRST CD-ROM GAME 


Mof^etn 

Moi^e 


1989 marked the first 
wave of modem-to-modem 
games. Although Sierra's 3-D Helicopter 
Simulation had appeared in 1987, it wasn't 
until 1989 that Electronic Arts brought 
out a half-dozen modemable titles 
and Spectrum HoloByte made its 
commitment that has lasted from 
lANK through today's Falcon 3.0. 


Activision's The Manhole was the first 
CD-ROM entertainment software to 
ship. Children were able to "point and 
click' their way through developer 
Cyan's version of an Alice in 
Wonderland gone even more wild. It 
was followed almost immediately by 
Cinemaware's Defender of the Crown 
CD-ROM. 


ITS VGA Time! 


Although some computer games were labeled as 
being VGA compatible prior to mid-1989, most of 
them provided EGA resolution through the VGA 
board. By the end of 1989, however, most 
companies were releasing their premium titles as 
VGA (actually, many were MCGA (320x200) 
resolution, in order to get beyond the 16 color 
restriction of VGA's more precise (640x480) 
resolution). 

The pictures above show the EGA and VGA 
versions of the same screen from Sierra's Mixed Up 
Mother Goose. 


1989 CGW Poll 
Top Five 

1. F-19 Stealth Fighter (MicroProse) 

2. SimCity (Maxis) 

3. Populous (EA) 

4. Battlehawks '42 (Lucasfilm) 
tie Red Storm Rising (MicroProse) 

5. Lords of Rising Sun (Cinemaware) 

December 1989 


Did 

You 

Hear 

That? 
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Microsoft GoH - Swing Control 




sw 


Piachce ^ VPe Clubs 

'• Slidighl Diaw i« d2 5i 

Chip Fade 3w 6i 

' PuH Custom 

Jt 8i 

Help " 4i 9i 
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Or any other time you feel like play- 
ing a round of golf. All you need is a PC and 
Microsoft’ Golf for Windows? 

Using new Golf is prac- 
tically like being right out on 
the course itself. We’re talking 
heavy-duty realism.The feet is, 
you’d be hard pressed to find 
another golf game as realistic. 
Why? Well, for one, we’ve used actual 
photo footage fromTbrrey Pines, the PGA 


Tour course dovm in San Diego. Secondly, 
the Wmdows interfece, along with our push- 
button controls, lets you control everything. 
Except the weather, of course. 

For a limited time, when you pick up 
Golf, you can also pick up a free Microsoft 
Golf hat. So call (800) 323-3577, Dept. HL5. 

And find yourself working through 
lunch. Not to mention your swing. 

H/Bcrosoft 



Golf for Windows. 


Offer good only in the 50 United States. Offer exbires 12/31/92. IS> 1992 Microsoft Corporation. M rights reserved. Printed in the USA. In the 50 United States, call (800) 323-3577. Dept. HL5. For information only: In Canada, call (800) 563-9048; 
outside the 50 United States and Canada, call (206) 936-8661. Microsoft is a registered trademark and Windows is a trademark of Microsoft Corporation. 
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1990 CGW Poll 

Top Five 

1. 

Their Finest Hour (LucasFilm) 

2. 

Railroad Tycoon (MicroProse) 

3. 

Ultima VI (Origin) 

4. 

Harpoon (Three-Sixty) 

5. 

SimCity (Maxis) 


December 1990 


Another major goal in 1 990 was the publication of 
computer games for people who never ptayed 
computer games. The software publishers reasoned 
that the only way to expand their market was to 
introduce the hobby to new gamers and they used a 
variety of techniques to try to accomplish this. On the 
heels of the unparalleled success of Tetris in reaching 
non-gamers. Spectrum HoloByte unveiled an 
international series of puzzle games (We//frfsfrom the 
Soviet Union, Soko-Ban from Japan and Zig-Zag from 
Britain); Taito announced Puzznicta real-time sliding 
tile puzzle game) and Arkanoid II: Revenge ofDOH: 
and Virgin Games released SPOT, a challenging 
abstract strategy game with delightfully frivolous 
animation. 

Believing that the hobby needed more female 
gamers, Roberta Williams designed an "interactive 
play" with a female protagonist and more 
eavesdropping and observation than action (The 
Colonel's Bequest). An introductory-level adventure 
game, LucasArts' (nee Lucasfilm) Loom, used a 
musical staff and "point and click" interface to induce 
new players to give computer gaming a try. Sierra 
even tried the multimedia, multi-player strategy route 
with Jones in the Fast Lane. 

The lesson that software publishers seemed to learn 
trom these efforts was that a product could not 
succeed in the market if it did not appeal to 
experienced gamers first. If its appeal could be 
transferred by experienced gamers, later, that was 
beneficial. There seemed to be no room for purely 
novice games, however. 



Apparently, many CGW readers believed 
that Larry Holland's second game of 
WWII aerial combat was their own "finest 
hour" because the game held record 
high ratings throughout much of 1990. 
Gamers enjoyed the ability to fly on both 
sides of the conflict, as well as the 
excellent bit-mapped graphics. 



Play Clearly Now 



By 1990, the success of the video game 
industry was significantly impacting 
computer game design with regard to 
interface. Since many designers and 
publishers wanted to see their computer 
games move onto the more lucrative 
video game platforms, icon-driven "point 
and click" interfaces began to proliferate, 
Broderbund's Joan of Arc: Siege and The 
Sword. Data East's Full Metal Planet and 
Interstel's Dragon Force provided 
icon-driven wargames, while Accolade's 
Day of the Viper and Star Control ottered 
icon-driven action games, In the CRPG 
world, earlier products (such as Origin's 
Times of Lore and Interplay's Dragon 
Wars) were emulated in Data East's 
Chamber of the Scl-Mutant Priestess and 
Drakkhen, Infocom's Circuit's Edge. 
Interplay's Lord of the Rings. Mindcraft's 
The Keys to Maramon, andOrigin's Bad 
Blood and Ultima VI. Ironically, very few of 
these easy-to-be-imported designs ever 
made the transition to the cartridge 
game market. 
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SWMKICK 


NOW YOU’RE LEARNING 
HOW TO TYPE! 


Level 3 — Head for the castle — but watch for falling 
blocks and treacherous quicksand — as you 
quickly become skilled at typing complete 
sentences and paragraphs. 


Mario’s not just the world’s king of adventure — 
he’s your personal typing teacher! 

All the great Mario characters and scenes that 
you’ve come to know are here. Start by choosing your 
own identity — Mario, Luigi or The Princess. Then go 
at your own pace through each adventurous level: 

Level I — Hit the blocks, kick the turtles, and jump as 
high as you can while graphic hand visuals 
help you learn to find all of the letters on the 
keyboard without looking. 

Level 2 — Plunge underwater to escape the chasing fish 
while you learn to easily type full words. 


■ Convenient on-screen 
and picture'Oriented 
icons 


■ Individually charts and 
records progress for 
entire family 

■ Follows progress from 
beginning through 
advanced levels 


■ Straight typing tutor 

option to eliminate game 
elements To order Mario Teaches Typing™ , call 1'800'969'4263, 

or see your local retailer. Available on MS-DOS and 

■ Full 256 color VGA compatibles for $39.95. Coming soon on Macintosh. 
graphics 




And when you reach 
end, Mario says congra- 
tulations by printing out 
his special completion 
certificate — just for you! 

Learning how to type 
boring ...not! At least not 
with Mario and 
the gang. 



■ Sound effects 

throughout, including 
famous Mario music 


MS-DOS Screens Pictured. 



Interplay Productions 


3710 S. Susan, Suite 100 
Santa Ana, CA 92704 
(714) 549-2411 

©1992 Interplay Productions. AH rights reserved. 
Mario is a trademark of Nintendo. ©1992 Nintendo 
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In 1991 , software publishers 
began to use more digitized 
images and fiim sequences in 
computer games. This was a 
combined result of delayed 
introductions of platforms with 
optical storage and the 
research/development being 
done in preparation for their 
introduction. Some games used 
incidental images, just to prove 
that it was possible. Other games, 
like Sierra's Rise of the Dragon, used 
film sequences to reveal clues. 

The actual multimedia platforms 
themselves, however, continued to 
slip. Commodore's CDTV, expected 
by Christmas of 1 990, was still 
touted as "Real soon now" in early 
1991 . CD-I, expected years earlier, 
was still gearing up for its release 
and Sega announced that its 
CD-ROM was still, at least, a year 
away. NEC hoped to ship its 
CD-ROM for the TurboGrafx 16 by 
the end of the year and the MPC 
specifications had not been 
adopted. 


1 990's Red Baron and Stunt Driver spawned 
numerous 1991 products with user-defined 
camera angles for instant replay. Unlike 
Spectrum HoloByte's 1990 Stunt Driver, 
however, where gamers had to set the 
cameras in advance of running the course, 
most of 1991 's releases allowed the gamer to 
select the angles of view during the replay. 
Faicon 3.0 let gamers view their mission from 
a multitude of perspectives, changing on the 
fly. Konami's Bili Eliott's NASCAR Challenge 
and EA's Mario Andretti's Racing Chalienge 
(both developed by Distinctive &ftware) 
offered mutliple angles from which to review 
races. The former even lets gamers view 
crashes from any other car in the race. Earl 
Weaver Baseball II and 4-D Boxing (both from 
EA) allowed replays from several angles. The 
latter even allowed players to edit their 
fighter's appearance. 


Number 88 Nov. 1991 


Highest 

R/^ting 

Ever! 


In 1991 Origin's Wing Commander 
dominated the CGW Gams Poll like no 
other game before or since. It debuted 
in the number one position in February 

1991. In March it attained a 10.91 
rating, the highest CGW Poll rating ever. 
It remained in the number one position 
until January 1992 when it was 
superceded by none other than it's 
own offspring. Wing Commander II. The 
two Wing Commanders remained first 
and second until the original was 
retired to the CGW Hall of Fame in April 

1992. 


EDITED FOR YOUR 


VIEWING PLEASURE 


1991 CGW Poll 
Top Five 

1. Wing Commander (Origin) 

2. Railroad Tycoon (MicroProse) 

3. Red Baron (Dynamix) 

4. Warlords (SSG) 

5. Ultima VI (Origin) 

December 1991 


The "Race" to Multimedia 


MULTIMEDIA 

PLATFORMS 

LTD. 



Although Dynamix used the technique of scanning 
illustrations for ] 990' s Rise of the Dragon, 1991 became the 
"Year of the Scan." Sierra and Dynamix used the process of 
scanning painted backgrounds to both speed up 
development time and to offer a different look. LucasArts' 
LeChuck's Revenge: Monkey Island II used a similar technique 
(and the same hardware) to enhance the look of that popular 
Several companies scanned photos as backgrounds 
screens, as well. Perhaps, the most interesting use of 
technology, however, was the use 
of colored backgrounds and 
animated sketches in The Adven- 
tures of Willy Beamish, an animated 
cartoon that offered a unique 
look for graphic adventures. 
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Here’s a fantastic chance for 
you Formula One race fans to 
win a complete auto sound 
system or one of 31 other great 
prizes* during the first ever 
Road & Track Presents 
Grand Prix Unlimited Track 
Design Contest. 

Grand Prix Unlimited is 
the incredibly authentic IBM PC racing game from 
Accolade— the world’s #1 publisher of driving simulations— 
so the judges from Road & Track and Computer Gaming 
World will be expecting your best design. 

Use the Unlimited Architect” to create a track with 
straightaways, curves, chicanes, tunnels, 
pit-stops, hills, buildings.. .the only limit is your 
own creativity. 

Then test your design by racing one of the five 
authentic Formula One cars through pelting rain, swirling 
mist or blazing sun. 

Flurry and send in your entry today. Your winning 
design could earn you a sensational auto sound system. 



\ r-rr^i v nrz" 

The best in entertainment software.™ 


To order Road & Track Presents Grand Prix Unlimited, visit your 
favorite software retailer, or call 1-800-245-7744. 


To enter, Using thi 
and finish, a minim! 
floppy disk and 
UNUMITE0 TRAGI 
Note: Entries wili 
30, 1992. Winners! 
send a stamped, 
CA 9501 5-1946. Gj 
value $2,000):* 2n( 



track with a start 
^ign to a 
PRIX 
5-1946. 
than November 
ipiete official rules, 
1946, Cupertino, 
stem (approx, retail 
$400); 3rd Prize 


(10); a collection of 5 great Accolade games (approx, retail value $300); 4th Prize (20); 
a one-year subscription to Road & Track and Computer Gaming World magazines 
(appr«Biii|M||jtelBy ywiltBIW^^ and subject to change 

depen<SnaoniP8P^ JilsSle restSoit ‘ 
responsibility of 


restSoife-fiApIff^W taxes on prizes are the 


OFFICIAL ENTRY FORM 

Road & Track and Computer Gaming World present: 
The Grand Prix Unlimited Track Design Contest 


Name 

MImss 



Itate/Zip 


Phone 



COMPUTER 

GAMING WORLD 


Road&Track is a registered trademark of Hachette Magazines, Inc., used under license by Accolade, Inc. 
Grand Prix Unlimited is a trademark of Accolade, Inc. 
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AOVAUCED DUNGEONS & DRAGONS. AD&O. DARK 
SUN and the TSR logo are trademarks owned by and 
used under license from TSR, Inc, ©1992 TSR, Inc. 
©1992 Strategic Simulations, Inc. All rights reserved. 









HARSH NEW WORLD! 
HOT NEW ENGINE! 

Are you ready to play like never before? 





IBM • Amiga • Macintosh 

Clue Book 
available! 


ORDER BY VISA/MC: call 1-800-245-4525 (in USA & Canada), 
receive SSI's complete product catalog, send $1.00 to: 

SSI, 675 Almanor Avenue, Suite 201 , Sunnyvale, CA 94086. 


P repare to take a quantum leap in computer AD&D'* role-pla'ying — on the 
most successful new fantasy world ever launched: the DARK SUN’" game 
world! Shattered Lands, first in this next generation of adventuring, delivers 
state-of-the-art technology, unrivaled game design and an intricate storyline. 

HARSH NEW WORLD. Unleash your imagination on a brutal, savage world, 
sun-scorched and wind-scraped. Create a party from all-new races with higher levels 
and multiple classes. Then embark on the most spectacular AD&D journey ever! 

FUU-SCREEN GRAPHICS. SUPERB MUSIC AND SOUND EFFECTS. 

Imagine your entire screen filled with spectacular graphics and cinematics. 

The action is continuous, the suspense and drama unbroken — you 
never leave the screen to go into another mode for combat, inventory or 

conversation. Add the splendid music score 
and sound effects and the DARK SUN 
game world truly comes alive! 

FUDUBIOWN 16-Brr ENGINE. 

Designed to take full advantage of power- 
ful 16 -bit computers, the game features 
incredibly smooth animation and game 
play. Your party moves realistically across 
the screen. Pick up and examine objects, 
interact with the physical surroundings, 
converse with characters, battle monsters 
— all with richness in detail and realism 
never before! 


POINT-AND-CUCK INTERFACE. 

You do everything using your mouse for 
quickest, easiest game play ever! 


Screens shown: 256-color IBM VGA. 
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by Robin Matthezvs 

T he latest graphic adventure to hit 
the PC game shelves comes from 
one of the most prolific software 
development houses around — West- 
wood Associates (now Westwood Stu- 
dios). To some that name may only ring 
a vague bell since it rarely appears on 
game packaging, although they have 
produced some of the most polished and 
stunning games released on 1 6 bit. Their 
previous titles include Hillsfar, Dragon- 
strike, Battletech and the superb Eye of 
the Beholder / and 11. 

Up until recently Westwood has merely 
used its undoubted talents to develop 
products for other larger publishers, but 
now it has become part of the Virgin 
Games empire and has released its first 
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TITLE: 

Fables & Fiends: The Legend of Kyrandia 

SYSTEMS: 

IBM, Amiga 

PRICE: 

$59.99 

PROTECTION: 

Documentation Look-up 

DESIGNER: 

Michael Legg 

DISTRIBUTOR: 

Virgin Games 


Irvine, CA 


in-house product — Book One of their ‘Fables and Fiends’ 
series. The Legend of Kyrandia. 

Part One: Setting The Scene 


Kyrandian Royal Family. The 
Kyragem had many powers, the great- 
est of which was to unite the weak and 
diffuse powers of magic into a coherent 
and powerful medium, although this 
power was used sparingly, and only for 
the benefit of both realms. 

Over the centuries the pact was main- 
tained, through many events and test- 
ing times, but slowly the magical 
powers became familiar, and were oc- 
casionally abused. This lead to the 
founding of the Order of Royal Mystics, 
and eventually to the creation of the four 
‘mystical disciplines’ of Alchemy, 
Spirituality, Scroll and Gem Lore. 

In this way, the use of magic was more 
strictly regulated, but the neighbors of Kyrandia became more 
and more envious of its wealth and success. Although 
Kyrandia used almost every possible means, war followed, 
and at the brink of defeat it was necessary to use the magical 
powers to save the Kingdom. 


Kyrandia is a graphic adventure, very much in the classic 
mold, set in a magical kingdom ‘found deep within the ancient 
forests’ and steeped in magic and mystery. Many centuries 
before the story unfolds, the residents of Kyrandia and the 
inhabitants of the Natural World agreed upon a pact, both 
realms being united under a covenant of mutual care, under- 
standing and protection. The ‘land’ gave the people of 
Kyrandia a wondrous gem called the Kyragem as a symbol of 
the pact, the gem's safety being the responsibility of the 


Peace followed, and the Royal family and the pact pros- 
pered, until, in a moment of calculated ambition, the court 
jester, Malcolm, murdered the King and Queen and stole the 
fabulous Kyragem! The Kingdom was at the mercy of this 
maniacal courtier, when in the nick of the time the Chief of 
the Mystics, Kallak, was able to create a magical force field, 
imprisoning Malcolm in the Royal Palace and saving the 
Kingdom. Kallak took the sole heir to the throne, Brandon, 
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?'N! IHiV’Wi CAMMED US! 
lOdK 15 OAMMI! 

; HUUS TMSH 5 SAKASt. 


Sail the Solar Winds to 
Fantastic Swashbuckling 

Adventures! 


Pirates of Realmspace 

Captain your own Spelljammer 
space ship in a spectacular 
AD&D® adventure unlike any 
before! Recruit officers and crew 
to man your magic-powered 
ship. Soar into the ether, explore 
the planets of Realmspace and 
embark on exciting missions. 
Engage pirate vessels such as 
neogi snail warships in real-time 
combat from a first-person, flight 
simulator viewpoint. Fire huge 
bolts from your ship's baliista 
and bring the enemy to heel. 
Boarding combat is true AD&D 
phased battle using weapons 
and magic. Point-and-click your 
way through the game. Superb 
graphics and sound effects 
heighten the drama. With so 
many planets to visit and mis- 
sions to fulfill, every adventure 
will be different from the last! 

Prepare for swashbuckling excite- 
ment and the magic of AD&D 
adventuring — in wildspacel 


IBM 

Amiga 

TO ORDER: Visit your retailer 
or call 1-800-245-4525 (in USA & 
Canada) with VISA/MC. 

To recelVe’SSI's complete product catalog, 
send $1 ,00 to: SSI, 675 Alnianor Avenue, a 
Suite 201 , Sunnyvale, CA 94086. | 


STRATEGIC SII^ULATIONS, IIN 

SCREENS SHOWN; IBM 256-COLOR VGA. 

ADVANCED DUNGEONS & DRAGONS, AD&D 
SPELLJAMMER and the TSR logo are trade 
marks owned by and used under license fro 
TSR, Inc, ©1992 TSR. Inc. ©1992 Strateglc-^^ 
Simulations, Inc. All rights reserved. 


Real-time space 
combat uses flight 
simulator mode with first- 
person viewpoint. Boarding 
,D&D turn-based, 
with weapons and magic. Visit 
the splendid ports of different 
planets for great adventures. 
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into a far off rural area, there to raise and educate the boy in 
preparation for his ascent to the throne. 

In the meanwhile, all was not well in Kyrandia, magical 
powers were not being replenished, and the Royal Mystics 
were forced to utilize some of the 
magic that was continuing to im- 
prison the murderer Malcolm. As the 
spell became weaker. Malcolm pre- 
pared to escape and make good his 
terrible revenge on the Royal family, 
the Mystics (in particular Kallak) and 
the Natural World. 

Part Two: 

The Game Unfolds 

Kyrandia starts with a well-pre- 
sented introduction showing the es- 
caped and rather ticked-off Malcolm 
venting his revenge on a forest or two, 
a poor little squirrel and the mystic 
Kallak; a pretty nasty result for him. 
being turned into stone but still being 
able to see! This graphic sequence 
compares with the best, is not over- 
long and nicely sets the scene. An 
impressive feature is the use of per- 
spective where the player looks at one 
scene, and the focus alters creating 
three scenes within one; first the 
player concentrates on the quill and 
the writer's hand, then behind that the 
writer's face itself, finally the window 
set at the back of the scene. This cre- 
ates depth and atmosphere and gives 
Kyrandia a cracking start. 

After the introduction one enters a 
gaming world which is best described 
as a cross between Loom. King's 
Quest V and Secret of Monkey Island 
2. The graphics are genuine 256 color 
VGA/MCGA (the only standards sup- 
ported ) and are beautifully drawn. 

There are stated to be over lOO loca- 
tions, these being 'self-contained' i.e. 
there is no real scrolling. One moves 
from one location to another in KQ V 
fashion. 

The atmosphere and mysticism is 
similar to Loom, as is the ease of use. 

The interface is of the no-typing vari- 
ety and doesn't even include icons. 

All actions are instigated with the cursor, using either the 
keyboard or mouse (highly recommended). The cursor is 
moved over an obJect/person and the action is activated by a 
single click. If it is an object this will be picked up, and can 
either be moved into or out of inventory, or manipulated. If 
you click on a person, conversation is automatic. 


The interface does not contain default verbs such as in 
Monkey Island 2. so choices are limited, and the game is 
necessarily somewhat linear. Legend of Kyrandia is divided 
into four chapters, each chapter having a series of quests or 
problems, these becoming progressively more difficult in 
each chapter. The system is intelli- 
gent, with NPCs realizing if one has 
a required object or not, (and, in the 
latter case, prompting one to find it). 
Flags are set as the character com- 
pletes tasks, triggering other events, 
and allowing him to progress in the 
game. Casual gamers will also appre- 
ciate the fact that the save game facil- 
ity is simple, and allows multiple 
saves. 

All the main soundboards are sup- 
ported. with a classy full length sound 
track, incidental noises and sound ef- 
fects. The music alters as the hero 
enters certain locations, again adding 
to general atmosphere. The locations 
themselves are well varied, with for- 
ests, cottages, caverns and (surprise, 
surprise!) an underground maze. This 
is a variation of KQ Vs desert, using 
as temporary light 
sources ( and then being eaten by 
suspiciously 'grue-like' creatures if 
the light goes out) rather than dying 
from thirst. Luckily, this maze is no- 
where near as tiresome as that in KQ 
V. but why do software authors feel 
they have to include a maze to make 
it a proper game? 

Comparing Kyrandia with the 
above 'classic' graphic adventures, it 
has the magical nature of Loom, but 
with progressively more difficult 
puzzles and the use of gem stones as 
opposed to musical notes. The graph- 
ics are as good as KQ V and Monkey 
Island 2, possibly better than the lat- 
ter as they are not so cluttered. The 
sense of humor is similar to the 
tongue-in-cheek approach Monkey 
Island 2. and adds up to an enjoyable 
jaunt. The storyline is hardly original, 
and the interface/game system do not 
really break any new ground, but the 
presentation of the game, the general 
quality and the feel, make this a 
promising debut and a welcome addition to the world of 
graphic adventures. The game is also relatively short, so if 
you fancy a not-too strenuous stroll in a magical kingdom, 
you won't go far wrong visiting Kyrandia! cgw 
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Pilot 42,000 tons of steel 
with big guns blazingl 






W hen you want 
an advanced 
simulator 
with real power, play 
GREAT NAVAL BATTLES’": 

North Atlantic 1939-43. 

Its state-of-the-art 
graphics and animation 

put you on the bridge of the great German or British battle- 
ships and cruisers of World War ll. 

Choose the CAPTAIN’S VIEW and steer majestic ships like 
the HMS Hood: go to full power and watch the action 

on the screen as 42,000 
tons of steel respond to 
your command. Listen 
as dramatic sound 
effects re-create the 
roar of guns as you fire 
them. Watch the shells 
splash in the distance 
or explode on target. 

See the flash of 
enemy guns and feel your 
ship vibrate as she’s hit. 
Take command even 
through the toughest 
North Atlantic storms! 

You can also watch 
the action from 

the FLEET VIEW, an eagle’s-eye look of the individual 
ships of a task force, or the GRAND ADMIRAL VIEW, 
a strategic display of your entire navy and all visible 
enemy vessels on a map of the North Atlantic. 

Fight the entire campaign, mini-campaigns or 
individual battles as the British navy seeks to protect 

her transport 



n ships from German ■■ 






H— II predators. All the action 






happens in real time or 
you can compress the 
scale. There’s even an 
instant replay feature. 


This advanced simulator 
also boasts the dedicated attention to historical 
accuracy and detail for which SSI is renowned: extensive 
online ship data and specifications; detailed damage report by 

deck; even stunning cinematics 
to heighten the historical drama. 

GREAT NAVAL BATTLES. 
Awesome simulator. 
Incredible simulation. 


TO ORDER: Visit your retailer or call 
1-800-245-4525 (In USA & Canada) 
with VISA or WIC. 

To receive SSI's complete product 
catalog, send $1.00 to: SSI, 675 Almanor 
Ave., Suite 201, Sunnyvale, CA 94086. 


©1992 
Strategic 
Simulations, 
Inc. All 
rights 


IBM 

256-color 
VGA 

screens STRATEGIC SIMULATIONS, INC.' 
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Jack Nicklaus Signature Edition: 
The "Hole Shebang" 

Examining The Course 
First in a Series on Course Design 


bif Mark Alan Willett 


G olf is the only sport whose playing fields are virtually 
infinite in variety and relatively undefined. Yes, I know 
the outfield fence varies in baseball, and there are rink-size 
variants in professional hockey, but for sheer distinction and impact 
on play, nothing ap- 
proaches the fields of 
golf. 

As a result, a criti- 
cal aspect of the sport 
is "hote analysis" or, 
as it is often called, 

"course manage- 
ment.” It is no mean 
compliment that to- 
day's computer golf 
games/sims are de- 
tailed and realistic 
enough to provide 
both the video dis- 
play and requisite 
tools to make course 
management a possi- 
bility while playing 
the games. Though 
this article will look 
specifically at the 
tools available in Jack 
Nicklaus Golf Signa- 
ture Edition (JNSE). the principles of course 
management may well be applied to almost any 
of the computer golf software packages on the 
market. 

Analyzing a hole for its play values shouldn't 
just result in lower scores, it also offers the 
opportunity to develop a greater appreciation 
for the game and it is the best place for the mind 
of the golfer to see into the mind of the course 
designer. If one is standing on the tee at the first 
hole, for example, looking out over the fair- 
way, which club should be used? Where should 
one try to hit the ball? Why? Where's the best place to start figuring 
this all out? 

While the first temptation may be to take into account the wind 
and the condition of the course (whether it is being played on wet, 
normal, or dry surfaces), in fact, those are elements which simply 
modify play on the hole. They don't provide any insight into the hole 
itself. 

So the first thing is to look at the hole, carefully and without 
consideration of the elements. JNSE is unique among computer golf 
games because it contains both a play module and a design module. 
Also, while some tools have been provided to assist analysis from 


the play module, the best evaluation of a hole can be conducted from 
within the design module itself. 

In the design module, one can assess the lay of the land without 
interference from trees or other objects. One can also quickly view 
the hole from any point and look in any direction. Think of a 
tour through the design module as being comparable to "walk- 
ing the course." For best play, the time you spend walking the 
course can be very rewarding to your final score. 

Let's go to the EDIT WINDOW for the first hole and select 
OPTIONS. From that OPTIONS window, choose HIGH 
CONTRAST. By doing so, the distinctions between tees, 
fairway, rough, heavy rough/out-of-bounds, and greens will 
be clearer when you return to the EDIT WINDOW. Further- 
more, changes in elevation are more clearly displayed. 

The following are a few important things to look for while 
taking a tour of the hole: 

Most par fours 
and fives will be- 
gin based on a, 
roughly, standard 
25()-yard drive. 
Look for the land- 
ing area of the 
drive at about that 
distance from the 
tee. The TAPE 
MEASURE tool, 
available from 
most design mod- 
ule screens, is 
quite handy in 
measuring spe- 
cific distances be- 
tween any two 
selected points. 

Is the landing 
area flat? Does 
one side slope? 
Are there bunkers, trees, or water which threaten it? If the standard 
landing area is greatly affected by any one of these features, a shorter 
or longer tee shot may be best. Further, remember that the course 
designer may be using the apparently easy first shot as a tease to 
make the next shot tougher. 

On the Fairway 

Course management is the art of seeing how the first shot affects 
the .second and how that then affects the third, and so on. Courses 
are often designed with risk-reward factors where the difficulty of 
one shot sets up an easier next shot. So. it is a good idea to look back 
at that landing area and see if the easy tee-shot to flat fairway may 
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Welcome to the Chess Game 
of Tomorrow* 



BftTTLE CHESS 4aaa™ 

Yesteryear’s timeless classic is now a 
game for all ages as Interplay Productions 
presents BATTLE CHESS 4000™, the 
classic chess game that rushes headlong 
into the future. Moving across a 
translucent chess hoard set in a futuristic, 
deep'Space station, chess pieces become 
animated space-age characters, created 
from state-of-the-art, digitized clay 
models. And the moves they make will 
keep you in stitches. 

A swashbuckling, space captain forgoes 
his blaster to wield his light saber at your 
mad scientist. 

A robot rushes in to tickle the mad 
scientist to death ... and all you can say 
is “check”? 

All this and brains too! But for all its 
humor, BATTLE CHESS 4000™ is the 
strongest and most versatile chess 
program on the market. With a massive 
opening library of over 300,000 moves, 
BATTLE CHESS 4000™ can handle any 
level of opponent. And it learns as it 
plays by constantly adding strong moves 
to its database! 




Some of the many features of 

BATTLE CHESS 4000™ are: 

■ Learns as it plays! 

■ Infinite levels of play from beginner 
to grandmaster 

■ Built-in chess clock 

■ Take back and replay moves, or try 
“What If’ scenario 

■ Choose opening lines of play 

■ 2D and 3D modes 

■ State-of-the-art animation from digitized 
clay models 

■ Special SVGA version with 640x480 
256-color graphics 

To order BATTLE CHESS 4000™ , call 

i-800-969'GAME, or see your local retailer. 

Coming soon on MS-DOS. 



MS-DOS Screens Pictured. 



3710 S. Susan, Suite 100 
Santa Ana, CA 92704 
(714) 549-2411 

© 1992 Interplay Productions. All ri^ts reserved. 

BATTLE CHESS 4000™ is a tradernmk of Interplay Pniductkms, Inc. 
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actually make the second shot tougher or not. It is also useful to 
consider whether a more risky tee shot might lead to an easier 
approach. 

The ability to narrowly skirt a dangerous stretch of water, a bunker 
complex, or an out-of-bounds area may actually lead to the shot 
which will result in a birdie or even eagle. This is a simple example 
of how risk-reward factors may he applied on the course. Often, the 
more risky shot either reduces the yardage of the next one or makes 
access to the green easier. 

Avid computer golfers should 
make liberal use of the VIEW 
HOLE capability, available 
from virtually every design 
module menu, particularly to 
see if hills or mounds, trees or 
other objects, block the view of 
their shots. It is also vital to use 
this feature in order to make note 
of where the hole plays uphill, 
downhill and flat. 

Of course, once the best po- 
tential first shot has been se- 
lected. the rest is easy. Using 
that as a starting point, one 
should use the same tools to 
evaluate the second and. on par 
fives, third shots. When done, 
the best path from tee to green 
should be abundantly clear. 


On The Green 


VIEW OVERHEAD us provided in the Jack NiekUius play mudnie - idso 
#.5 at Aihamhru. 


When evaluating an approach to the green, it is vital to make 
certain of two considerations: the length and width of the green and 
its elevations. Not only will the VIEW HOLE function assist one in 


this regard, but "zooming" in while in the BUILD HILLS menu will 
provide a cell-by-cell display of every minor and major change. 

What should one look for on greens? Eirst, it's usually easier to 
play to the length of the green. When selecting a landing area before 
making the approach, it is profitable to find the one that allows one 
to play lengthwise home. Second, it is useful to note if any adjacent 
bunkers are being used to simply "contain" the ball (and keep it in 
play), or if the green actually slopes toward the bunker. If so, it's 

important to draw or fade away 
from those bunkers when com- 
ing into the green. 

Golf Course 
Appreciation 101 

By this time, there should be 
some appreciation that each hole 
is a puzzle to be solved by the 
individual golfer. Let's go back 
to the tee and evaluate other vari- 
ables. Erom the play module, it 
is possible to access an overhead 
view of the hole at any time. The 
AUTO CADDY feature is com- 
parable to the TAPE MEASURE 
in the design module. The same 
with VIEW HOLE, though in the 
play module, all uses of the 
VIEW HOLE function point one 
toward the pin. 

There are now three more vari- 
ables: wind, course conditions 
and pin positions. The wind and course conditions are visible from 
the OPTIONS menu. COURSE CONDITIONS, and these have their 
greatest impact on club and shot selection: Will the course condi- 
tions cause a gain or a loss in yardage? Will they force the shot to 
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the right or left? Note how these conditions could change the 
best-laid-plans for getting to the cup. 

Also, it is significant to note how the current pin position may 
change the approach by forcing the shot to come in over water, sand, 
or around trees. In the play module, one cun access the GREEN 
OVERHEAD view to help one 
.see the pin positions, elevations 
and area around the green. So, 
be prepared, using the pre- 
viously selected best route as a 
starting point, to completely re- 
plan the entire line of attack. 

Naturally, this should be easier 
when one can use all that was 
learned about the hole in the 
process of designing the origi- 
nal. 

Here are some other rules-of- 
thumb. but remember, there are 
always exceptions: 

Play to the outside of doglegs. 

The inside is usually filled with 
water, sand, or trees. Even for 
those willing to flirt with the 
hazards, trees have this ugly ten- 
dency to block the next shot. 

Remember, the goal is to find 
the best angle to get to the green. 

Most course designers use flat 
terrain to help point the way. Look carefully, though, there may be 
a hazard lurking where one least expects it. 

Try to pick a lie such that the next shot uses a full stroke. It is easier 
to hit a full l7.?-yard five-iron, for example, than to have to hit one 


short at 1 63 yards. When necessary, it is easier for most to hit a club 
longer than to hit a club shorter. 

Remember that hitting into the ''red-zone" exaggerates hooks and 
slices, but so does the wind. Learn to play into a wind with a draw 
or fade when control and precision are most important. Also, it is 

profitable to learn to play with 
the wind when its time to pick up 
extra yardage. 

Learn to sort sand traps into 
three kinds: I ) Those that are 
used to help point the way to the 
best shot (in this fashion, they are 
simply signposts); 2 ) those that 
are used to punish bad shots (not 
as many as one would first 
think); and 3) those that really 
are helpful because they are tised 
to keep the ball in play (called 
containment bunkers, they may 
be used near water hazards, out- 
of-bounds. and behind the 
green). Containment bunkers 
may act as a safety net and actu- 
ally encourage golfers to take 
that more dangerous shot! 

Happy Bird 
Hunting 

The computer golfer who learns the lessons of course management 
is all the more likely to find himself/herself on the way to computer 
golf fame and fortune than those who choose to ignore the hints 
which the course itself provides. Next installment. weTl provide 
concrete tips on building one’s own masterpiece, cew 



Illustrates use of the TAPE MEASURE fuuetiou on the same hole usetl in the 
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A Sneak PreView'of SSI's The Summoning 




☆ 


by Chuck Miller 

Sneak Previews are not de- 
signed to he reviews. They 
are feature articles based on 
"works in progress" that 
CGW's editors have deemed 
worthy of early coverage. 

These articles are not in- 
tended to provide the final 
word on a product, since we 
e.xpect to publish appropri- 
ate review coverage when 
the game is completely fin- 
ished. 

"Inside, the Council 
awaited. They were 12, 
seated about a circular table, 
resting on a dais above the 
floor. In one corner of the room hung a great, crystal sphere. 
Rowena recognized it at once as the Orb of Knowing. Without 
ceremony, she took her measure of the Council, judging each 
of them who sat before her without waiting to be Judged. 
Robes of regal blue, hoods lined in gold and threaded with 
silver filament, noble faces looking out; none of it fooled 
Rowena or gave her cause for awe. What she saw were 
defeated men. After all. not a single Lord among them would 
have accepted her as leader before this present war, this 
disastrous conllict of theirs with Shadow Weaver." 

The Serving 
(of the Summons) 

Little has done well since the appearance of Shadow 
Weaver. Kingdoms have toppled like dominoes under the 
powerful arm of his evil horde. In fact, events dictate the need 
to call forth a new champion in a final effort to defeat the 
malodorous presence responsible for this vast devastation. 

Thus, a champion is summoned. With the aid of Rowena 
and the Council, this warrior is readied, then transported to 
Shadow Weaver's labyrinth to puzzle and battle his or her way 
to the Citadel and, in the end. to defeat the wicked denizen of 
the dark. 

Under most circumstances, I would not look forward to 
receiving a summons. Appearing in court is just not my idea 
of a fun day. However, in the case of SSI's soon-to-be-re- 
leased single-character fantasy role-playing game. The Sum- 
moning, this adventurer is more than willing to interrupt his 
normal schedule to appear in the "court" described above and 


invest countless hours trav- 
ersing the Shadow Weaver's 
immense labyrinth. 

The Designing 
(of the Quest) 

The Summoning hails from 
the lineage of DarkSpire and 
Dusk of the Gods, with its 
greatest similarity in design 
to the latter. However, don't 
let the more modest nature of 
these previous offerings color 
your expectations. SSI's new 
fantasy role-playing adven- 
ture for MS-DOS gamers, de- 
veloped by Event Horizon, 
significantly improves upon 
and refines those earlier efforts. 

As indicated. The Summoning exhibits its closest heritage 
with Dusk of the Gods, reviewed in the September 1992 issue 
of CGW. Its chief two weaknesses, as presented in that review, 
"lack of emotion" and "uninspired graphics," have both been 
admirably addressed. Though not always providing an edge- 
of-the-seat experience emotionally. The Summoning does 
draw the player into the story and provides sufficient action 
and exploration to keep his or her gaze fixed to the monitor 
for hours on end. Graphics, presented in 256-color VGA 
Hi-Res mode, have received state-of-the-art attention and are 
quite attractive. 

The Conjuring 
(of Combat and Conundrum) 

The Summoning follows the basic slay-the-evil-wizard sce- 
nario where the player spends the majority of his or her time 
solving the puzzles necessary to reach the final encounter with 
evil incarnate, while at the same time developing abilities to 
a sufficient level to succeed in that predestined meeting. 
Though the story has been told endless times before, this need 
not detract from the playing experience; and in The Summon- 
ing, it indeed does not. Few role-playing games have so 
involved this adventurer in recent days. Not since Dungeon 
Master first appeared has a game of this genre so captivated 
my attention, enough so as to make it difficult to pause 
sufficiently to pen this preview. 

Most time spent in the labyrinth will be devoted to either 
combat or puzzle-solving, with an anticipated 100 hours of 
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HEn 4 The hordes approach! Is the 

I moat full? Are the archers on the 
^ battlements? Is the drawbridge 
raised? Are the cellars full of 
food and water? Are there plenty 
» of bandages and splints? Are 
the cauldrons of oil boiling atop 
the towers? Can your castle 
; withstand the Siege?? 















Mindcraft presents: Siege. Finally, a strategic 
simulation of pulse pounding, thought provoking 
medieval style castle assault. 

Historical and Fantasical elements combine to 
challenge your leadership with a never-ending 
variety of contests and dilemmas. Do your knights 
sortie against the rabble outside your gates? Can 
your spies learn the enemy’s plans in the dead of 
night, and return to tell the tale? Is your wizard 
still strong enough to shroud the enemy camp in 
sheets of flame to halt their progress? 


Siege gives you four castles to attack and defend. 
You can’t do it all yourself; you must depend on 
your vassals and their troops, each with his or her 
own abilities and skills. 

Attack or defend in any one-castle scenario, then 
test your mettle in extended campaigns to prove 
your mastery of the art of Siege. Or design your 
own scenarios. What if Highrock Fortress were 
held by trolls, or Usk’hem Gart by elves? More 
castles, more scenarios, and more campaigns are 
on their way from Mindcraft. 


»]VIINDCRAFr 

2291 205th Street, Suite 201, Torrance. CA 90501 

Actual screen photos from the IBM VGA version. 
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adventuring or more provided. The puzzles are, for the most 
part, object-oriented — finding the right key for the right lock 
and manipulating trigger plates to open and close pits in the 
correct order. Keys are quite basic, as they are normally used 
in close proximity to where they are acquired. The trigger 
plate variety of puzzles, though, is a little more perplexing. 

Fortunately, combat is not stressed to the same degree as 
that of other SSI offerings, particularly Gold Box games (let 
ecstatic shouts of joy ring forth!). The combat present is both 
challenging and manageable, though some of the more diffi- 
cult battles do require the retreat-save-and-heal-thyself ap- 
proach. However, the emphasis is definitely focused more on 
character development and exploration than on combat. 



Several sub-quests are provided within the confines of the 
overall adventure. While not all need to be completed to defeat 
the Shadow Weaver, they do provide items to make the job 
easier (especially weapons — consumables which wear out 
and break). Some of these sub-quests, nevertheless, must be 
completed as they provide items essential to a successful 
conclusion. 

Character interaction is also important to success in the 
labyrinth. Many NPCs hold information and items of extreme 
importance. Thus, questioning each of them is vital. While it 
is recommended that players keep track of the information 
given, it is no longer necessary to take written notes. Conver- 
sations with NPCs can be conveniently printed out if so 
desired. 

The Positioning 
(of Characters and Scenery) 

The Summoning is presented from a 3D isometric perspec- 
tive. allowing the player to control the activities of his on- 
.screen counterpart from a godlike vantage point. As the 
character moves about the labyrinth, the screen scrolls to 
reveal his immediate surroundings and immediate opponents. 
Rooms and passages concealed behind closed doors and gates 
remain unseen until the obstructing object is opened. 

Partial-screen cinematic sequences, interspersed through- 
out the game, lend a feel of motion and realism. For example, 
when using a ladder to climb from one level to another, a small 
window opens on the screen and depicts the player's hands 
ascending or descending the ladder one rung at a time. 

The Magic Screen, when activated, covers the top two- 
thirds of the gatning window and effectively pauses the game. 
Spells, which play an important role in The Summoning, are 


created by combining hand symbols in the correct .sequences. 
Covering the lower third of the playing field is the Character 
Screen which can be raised or lowered as much as needed, 
providing access to the player's inventory. Also available 
from this screen is an auto-mapping feature, similar to that in 
Ultima Underworld. However, The Summoning goes one step 
further hy allowing one to print the maps — a long overdue 
and appreciated feature. 

The Foreshadowing 
(of Needed Improvements) 

There are, of course, some areas which need improvement. 
Copy protection remains an obtrusive match-the-symbols-on- 
page-such-and-such event that precedes play. Most designers 
still need to incorporate more unobtrusive protection schemes 
into their products. 

Music and sound effects are ably handled. However, while 
sound effects accompany game play throughout, music is 
reserved for special occasions only and is noticeably absent 
from most of the gaming experience. Not all players crave the 
constant drone of "dungeon music," yet its presence would be 
welcomed, along with the option to turn it off if so desired. 

The only other "chink" worth mentioning is the lack of a 
quick-save function. At present, the player must go through 
several requesters in order to save his position. Adding the 
ability to "quick-save" the current game would be especially 
handy. 

The Prognosticating 
(Regarding the Published Version) 

Still in its final beta stage at the time of this writing. The 
Summoning has proved to be a substantial and stable product, 
though certainly in need of several finishing touches. Even so. 
it is a polished and much improved offering from Event 
Horizon, one that will make a fine new addition to SSI's 
stable of thoroughbred developers. 



The Summoning effectively combines elements of tradi- 
tional RPGs and animated adventures into a very playable and 
enjoyable package, creating one of the best single-character 
dungeon adventures to appear in a very long time, and pro- 
viding a refreshing and consuming experience. Seldom have 
I been as caught up in a new adventure as 1 have been with 
this one. Hopefully, many other gamers will find themselves 
presented with the same summons as this thankful adventurer. 

CGW 
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Isn’t It Time You Played 
David Leadbetter’s Greens? 
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I f water hazards are becoming too 
hazardous for you, then play David 
Leadbetter’s Greens. It’s the 3-D golf 
simulation that improves your game. 

I'he golf instructor who helped Ian 
Baker-Finch, Nick Faldo, and Nick 
Price become champions can help you 
rise from course duffer to club pro. 

Under his guidance, you’ll adjust 
stance, swing, tee, and ball positions. 
You’ll view shots from seven different 
angles. And you’ll even review your per- 
formance through slick instant replays 
and graphic hole-by-hole analysis. 

David Leadbetter’s Greens from 
MicroProse. It’s the computer golf game 
you’ve been wading for. 


Visit your local retailer, or for a free 
catalogue, dial 1-800- 

879-PLAY. 
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All right. 

So maybe there 
is one flight 
simulator more 
thrilling 

than F-15 
Strike Eagle U* . 


How could we possibly surpass the 
non-stop action of F-15 II? Well, let's just say 
you're in for a lot of surprises. 

For starters, we've introduced a revolutionary 
new visual system. A system that creates 
dogfighting so realistic you'll be cursing and 
whimpering as you scramble for the eject 
button. 

We've designed incredible new 
photorealistic starting and ending screens to 
surround you in the 
complete Strike Eagle 
experience. 

And, thanks to 
arduous research by 
NFS Labs, you'll get to 
battle against modern 


high-tech opponents 
as ruthless as those 
real F-15 pilots face. 

But, of course, the 
real test for any great 
flight simulator is how 
fun it is. And what 
could be more fun 
than blasting a friend out of the sky in 
our new head-to-head combat mode? Or 
flying with a friend in our pilot/weapons 
officer mode? Or flying alongside each 
other in our sensational two-plane mode? 

We enhanced the gameplay of the F-15 
to challenge even the most experienced 
pilots, too. But if you're not an experienced 
pilot, don't worry. Because we also worked 





F-15 


Introducing 

Strike Eagle mi 


late nights to ensure that the easy-to-learn 
qualities of the first two F-15s remained 
intact, as well. 

So blow the dust off your flight helmet 
and climb aboard the F-15 Strike Eagle III! 
We're sure it will be the most thrilling flight 
simulator you'll ever pilot. 

And why not? After all, you didn't think 
F-15 II would take a back seat to just any 
old flight simulator, did you? 

To find out more about the amazing F-15 
Strike Eagle 111 or to order your FREE 
MicroProse catalog, call... 

1 -800-879-PLAY 

Non. - Fri., 8:50 am - 5:00 pm EST 


Or send this coupon to: 

MicroProse Software, Inc. • 180 Lakefront Drive 
Hunt Valley, MD 21030-2245 Attn: Free Catalog 

I Free MicroProse Catalog! AAD I 

• Marne ' 

I I 

I Address i 

I City I 


State Zip 
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Play the World War I 
strategy game it took 
2500 years to perfect. 


Twenty-five hundred years ago the ancient 
warrior Sun Tzu wrote the definitive military 
strategy and tactics book. The Art of War. Now, 
thousands of 
years later, 

MicroProse is 
proud to present 
The Ancient Art of 
War in the Skiesfan action-packed aerial strategy 
game based on the writings of Sun Tzu. 

Through a unique combination of wargame 
strategy and fast action combat, you'll take full 
control of World War I air forces in historical and 
fictional battles. 

You'll confront enemy squadrons commanded 

by legendary 
military minds 
like Kaiser 
Wilhelm II and 
Baron Von 

Richthofen. Bomb strategic targets to move the 
battle front into enemy territory. And jump into 






wild dogfights 
and thrilling 
bombing runs at 
any point in 
the battle. 

Actual screens may vary. 

Even more fun, you'll get to create an infinite 
number of campaigns using the game's incredible 
campaign editor. 

The Ancient Art 
of War in the Skies 
from MicroProse. 

2500 years in the 
making, and still 
worth the wait. 
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To get our free catalog, call 1 -800-879-PLAY Mon.-Fri., 8:30 am-5:00 pm EST 
or fill out the coupon and mail it to: MicroProse Software, Inc. 

180 Lakefront Drive • Dept. DIO • Hunt Valley, MD 21030-2245 
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Peter Cliphant 


From Pictures to Pixels: 

Old Hollywood to New Hollywood 


a local "live" program 
called Air Patrol (aired on 
Channel 3 — KTLA, a sta- 
tion under Gene Autry’s 
Golden West Broadcasting 
rubric). Peter's uncle was a 
clown, his stepfather 
played a regular role and, 
one day, as a guest, Peter 
took over the entire show 
by talking and doing ad lib 
business. Peter's preco- 
ciousness (he was appar- 
ently able to both read and 
write long before being of 
kindergarten age) and cute 
sense of humor was so de- 
lightful that the family kept 
him on as a regular and, in 
Oliphant's words "Once 
you’ve got a credit, it’s 
much easier to get an open 
door for the next job." 



Peter Oliphunt, Desiftner of Lexicross 


I t is, perhaps, appropriate that Pe- 
ter Oliphant’s last released title, 
LexiCross. has recently been con- 
verted to the Macintosh. On the old 
Daniel Boone television series, Peter 
played the part of a young Scottish boy 
from the Macintosh clan. Currently, 
Oliphant is working on a top-secret 
project for Interplay Productions that 
is expected to be their primary product 
announcement at the Winter (Tonsumer 
Electronics Show (January, 1993). 

CGW has always been interested in 
the journey from the old Hollywood of 
film and television to the New Holly- 
wood, and Peter’s story is an interest- 
ing way to explore the differences and 
similarities between the two entertain- 
ment industries. Industry insiders are 
always accusing the entertainment 
software industry of being an "incestu- 
ous" industry where: everyone knows 
everyone else; "who" one knows is 
often more important than "what" one 
knows; and players from one company 
almost inevitably show up at another 
company in the same industry. 



Peter Oliphant in "Mr. Hobhs Takes a 
Vacation, with James Stewart 


Life in the 
’’Old” Hollywood 

The old Hollywood must have been 
similar. Peter Oliphant got into show 
husiness because his stepfather, Dar- 
rold Westbrook, was an actor and oc- 
casionally worked in atmosphere (i.e. 
as an extra). He came from an entire 
family that was interested in show busi- 
ness and, eventually, the family formed 


So, for a while, Peter en- 
tered the daisy-chained world of series 
pilots and guest appearances. His pilot. 
Be It Ever So Huinhle, showed Peter 
on-screen as an adult trapped in a 
child’s body, but used a dubbed voice- 
over of an adult male to dramatize the 
difference between a kid’s perspective 
and an adult’s perspective. The pilot 
didn’t sell (apparently being too far 
ahead of the rash of summer films us- 
ing the same schtick a few years ago), 
but it gave him a chance to make an 
appearance on The Donna Reed Show. 
In the episode entitled, "Mary’s Little 
Lambs," he played a little kid who tore 
up the dolls and the puppets behind the 
stage. In addition to The Donna Reed 
Show, he also turned up as a "poster 
child" on Doctor Kildare where Rich- 
ard Chamberlain looked at his foot. 

One of his most exciting credits was 
in the film Mr. Hohh.s Takes A Vacation 
with Jimmy .Stewart. The shooting 
schedule for the film went past Christ- 
mas and, on the last shooting day prior 
to Christmas, Stewart handed out gifts 
to the cast and crew. As he finished 
handing out his presents, Stewart sud- 
denly caught a glance of Peter sitting 
patiently on the floor of the sound 


stage. He realized he had forgotten the 
"kid," so he went back into his dressing 
room and brought out a generic gift. 
Humorously, the gift turned out to be a 
bottle of Scotch. Peter wishes he still 
had the bottle, but figures his parents 
were pleased with Stewart’s "thought- 
fulness." 

Peter also appeared in five episodes 
of The Dick Van Dyke Show. Interest- 
ingly enough, only four of the five were 
aired during the series’ Emmy-winning 
run. The episode which didn’t air was 
written and directed from the perspec- 
tive of two goldfish in a bowl as they 
observed the goings-on in the Petrie 
household. After the episode was 
filmed, the producers decided that they 
would lose audience share if they 
broadcast it. They considered the epi- 
sode too weird and experimental for the 
public’s taste. Whether in the old Hol- 
lywood or the new, it appears that 
weird and experimental, as well as in- 
novative and unique, are concepts that 
are often avoided. 

Such were the environs of this game 
designer’s life until he reached the 
eighth grade. Then, except for a one- 
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shot appearance, he didn’t work in Hol- 
lywood again through high school and 
college. 

Birth of a Computer 
Game Designer 



As a sophomore in high school, he 
started computing when he was taking 
upper division math courses. Through 
the math department, he started using 
computer mainframes and entering 
programs via punchcards. Though he 
actually attended Los Angeles’ Fairfax 
High School, he was allowed to take 
computer courses after school at Ham- 
ilton High (where they had an IBM 
1 130). As ajunior, he wrote a Roulette 
program and, when his own school got 
a terminal, became the computer moni- 
tor for his high school. 

When Don Daglow, President of Be- 
yond Software (and producer of both 
the original Earl Weaver Baseball for 
Electronic Arts and Tony LaRussa Ul- 
timate Baseball for SSI) and, later, Ed- 
die Dombrower (designer/programmer 
of Earl Weaver Baseball and Earl 
Weaver Baseball II) were going to Po- 
mona College (one of the Claremont 
Colleges). Oliphant was going to 
Harvey Mudd (another of the Clare- 
mont Colleges). All three computer 
science students were later to end up 
working on Mattel’s IntelUvision team 
and all are still involved in the com- 
puter game industry, today. 

During that time, Peter wrote a con- 
tract bridge program on the mainframe 
to determine the percentages of win- 
ning hands and also studied game the- 
ory. After college, he went to graduate 
school at Purdue for one year (where he 
did not study computers, but did some 
tutoring in computer science). He de- 
cided that graduate school in mathe- 
matics was not for him and moved back 
into the Claremont community (silver 
umbilical cord syndrome). Seeking 
work, he went back to the college guid- 
ance counselor and told the counselor 
that he’d like to program games for a 


living. The year was 1976. The world 
was not ready for computer game pro- 
grammers and the counselor told him 
to come back when he was serious. 

Finally, Oliphant landed a job at 
Sperry-Univac in 1977. There, he 
learned to program in assembly lan- 
guage and wrote software that was used 
on military computers. One program 
was used with coast guard rescue mis- 
sions and adapted for Anti-Submarine 
Warfare (ASW). 

Later, Peter got a job with a defense 
contractor that was a spin-off from 
TRW. There, he was supposed to main- 
tain software written in bit splices (next 
level below assembly programming). 
Unfortunately, the original code was 
not commented and maintaining an- 
other person's uncommented code 
proved to be a horrendous experience. 
He was all set to bail out of the com- 
pany with the "program from hell" and 
had managed to use his high security 
clearance to get ajob interview with the 
CIA. 

Just at that time, however, his origi- 
nal dream came true. He ended up at 
Mattel, working on IntelUvision. 
When the division split off a hand-held 
games department, they had plans to 
release a game based on the coin-op hit. 
Gravity, as well as a juggling game. 
They wanted to develop prototypes for 
six more games from which to choose 
an additional title to add to the two they 
had already selected. Developing the 
prototypes was Oliphant’s first experi- 
ence with 6502 programming and they 
chose one of his prototypes called 
Docking. Docking was one of the first 
games to use geometrical wire-frame 
graphics and required gamers to suc- 
cessfully maneuver their space ship 
into a space station’s docking bay. He 
also worked on World Championship 
Eootball, Speed Freak and Stand- 
Alone Football, while at Mattel. 

Mattel decided to go into personal 
computer software and Peter became 
the head of one of seven development 
teams. The division went from twenty 
people to 140. The section was sup- 
posed to be experimental and Peter, 
enamored with the possibilities of 
Atari’s new machine, started working 
on an Atari game. Unfortunately, Mat- 
tel didn’t want to sell software for any 
hardware that they weren’t selling 
themselves. Peter stopped working on 
the game at work, but ended up work- 
ing on the program at night and decided 
to sell it independently. Eventually, he 
sold Wall War to Sierra for a $ 1 6,000 
advance. Then, when he decided to go 
independent and was getting ready to 


leave, Mattel changed their minds and 
decided to release Wall War as Force 
Field (its title when Peter did the origi- 
nal design in-house). By the end of his 
going away party, Peter was informed 
of impending litigation concerning the 
title. One year later, Mattel’s computer 
division crashed. 

Life in the 
New Hollywood 

By that time, however, Peter was liv- 
ing in Oakhurst, California and work- 
ing for Sierra. Early on, Peter worked 
on both conversions and his own pro- 
jects. He programmed the conversions 
of Troll’s Tale and Dragon’s Keep, as 
well as his first legitimate hit, Mr. Cook 
Mr. Coo! was only a small hit by either 
today’s standards or those of the era. It 
was a little game, heavily iniluenced by 
the reigning coin-op hit. Q-bert, but it 
was an excellent performer for both 
Oliphant and Sierra, nonetheless. 

Encouraged by his, admittedly mi- 
nor, success, Peter signed a contract to 
co-design Mickey’s Space Adventure. 
Before he knew it, however, he had a 
400 page design document placed on 



Peter Oliphant with Richard Boone (Paladin) 


his desk and, by his recollection, ap- 
proximately 25 pages with minor or 
major changes from Roberta every day. 
He worked 20 hours per day (from 1 
PM until SAM or so), seven days per 
week for seven weeks straight in order 
to get both the Amiga and Apple ver- 
sions of the game completed. Unfortu- 
nately for Oliphant, the contract 
contained royalty ceilings (i.e. if the 
game did too well, they wouldn’t pay 
anymore). Since Mickey’s Space Ad- 
venture was a very successful product 
and Peter felt cheated, he left in a con- 
tract dispute that was, eventually, to 
cause him personal disaster. 

Right after he left Sierra, Peter 
worked for Davidson Associates on 
their Homeworker package (Peter did 
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the calculator section of the program). 
Then, he moved on to Paramus where 
they were building LANs with Apple 
IIs. Paramus planned to port their soft- 
ware over to the IBM, but abandoned 
their project when the industry as a 
whole tightened its purse strings in 
1985. As the highest paid person on the 
programming team, Peter was the first 
to go when things started going bad. He 
also felt discriminated against because 
he was the only employee who was not 
part of the religious clique at the com- 
pany. 

His next job, however, was to bridge 
the gap between his earlier career and 
his current one. Peter says that one of 
the main reasons he got the job at Cine- 
maware was because of his show busi- 
ness background. His first 
responsibility was to work as a pro- 
ducer on a conversion of tbeir Sinbad 
product from the Amiga to the ST. 
Cinemaware was using a Hungarian 
programming team to do the work and 
Oliphant was frustrated with the way 
they worked and having to direct all the 
work through long-time software 
agent, Stephen Friedman. Peter de- 
cided to cut out the middle man and 
become a programmer on the 1 BM con- 
version of Rocker Ranger, instead. It 
was the first code that worked automat- 
ically whether one had CGA, TGA or 
EGA without having to have separate 
versions. 

As Cinemaware itself began to falter, 
largely because it was banking on the 
world of CD-I and CD-ROM to put 
them in the forefront of entertainment 
software companies, Andy Caldwell 
(Sport-Time’s SuperStar Ice Hockey 
for Mindscape), Steve Quinn, Peter 
Oliphant and John Reego formed a 
company initially called Atomic, later 



Peter in an early role. 


Aftershock Software. Peter was the 
first to leave AfterShock after a dis- 
pute with John over Peter’s projects. 
John never wanted to do any of Peter’s 
designs and Peter kept getting stuck 


with contract work on other people’s 
designs, including an Activision pro- 
ject called Saber. Activision’s style 
during this era was to start 25 projects 
and throw 14 of them away. Unfortu- 
nately, Peter’s project ended up in the 
latter category and that was the last 
straw for his relationship with After- 
Shock. 


Now, nobody would hire Peter for 
anyrhing. He played tennis with Rob 
Landeros of Virgin and Rob suggested 
that they work together on an X-Rated 
version of Wheel of Forrune. Peter, 
probably very much aware of contracts 
and licensing from his days in the old 
Hollywood, told Rob that it was impos- 
sible to sell a Wheel of Forrune game, 
even an X-rated version without get- 
ting sued by the production company. 
However, he suggested that if it were 
turned into a crossword puzzle game, it 
would be fair game. Activision turned 
down Le.xiCross, but Miles Comput- 
ing purchased it before it went out of 
business. 

After Miles’ demise. Accolade and 
Virgin Games both turned the game 
down because game shows need a "li- 
cense" in order to sell. Peter finally 
went to Interplay Productions 
and showed the game to Brian 
Fargo. Brian was not immedi- 
ately optimistic for the same rea- 
son many other publishers had 
raH been skeptical. After playing the 
game for a day, Brian called Pe- 
ter on Sunday morning, said that 
a: he and his wife couldn’t stop 
playing the game and the final 
: deal for LexiCros.^ was solidi- 
fied. 

,, Peter is currently working on 
the project known only as 

Brian’. y Dungeon (Not the final 

name). What little we have seen 
of the game leads us to believe that 
neither Peter’s experiences in the 
old Hollywood nor those in the new 
have been wasted on this showcase 
product for 1993. cgw 
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Rumor Bag 


l*m a Sinner 
(*m a Grinner 
(*m a Slam Dancer 
and a Tale Spinner 



M ilwaukee is a disgustingly 
clean town. You can’t hardly 
find a biker or a gang banger 
anywhere. At least, that’s what I fig- 
ured when I left the Mecca and stepped 
onto the street. Then, this preacher guy 
in a beat-up panel truck, with blood-red 
slogans painted onto every dirty white 
smear of surface, starts circling the 
block with his speaker blaring out the 
glorious news that we were whore- 
mongers and sinners. This gave me 
some hope. I figured it meant that some 
of my kind of people were around. He 
started shouting something about the 
world burning in llames, though, and 
my mind started wandering. 

I had just been told that the brilliant 
World War II strategy game from Aus- 
tralian Design Group. World In Flames, 
was being converted into a computer 
game with modem and network capabil- 
ity for up to four players. Players will 
choose the U.S., German. Japanese or 
U.K. side and the difficulty level for the 
game will be set by letting tbe player(s) 
determine the level of control they wish 
to have over their units. Assuming the 
deal works out. a new software publisher 
called WhiteWeb Software will be pub- 
lishing the game as part of an extensive 
roll-out of new products within the next 
year. 

1 didn’t even feel like running out and 
overturning the old preacher’s truck any- 
more. Just thinking about all the new 
software under development pumped me 
up so that I wanted to go slam dancing. 
Wonder if they had some abandoned old 
warehou.se around here where it was hap- 
pening? I started off in the direction of the 
Safe House. The burgers weren’t much, 
but the spy motif with its false doors and 
secret passages usually elicited a few se- 
crets trom software folks. Everybody 
wants to be a spy. 

My contact recognized me immedi- 
ately. Guess it was the sunglasses. He told 
me that he and Marc Miller, creator of 
Traveller, had just seen a demo of Ke.s- 


mai’s Multi-Player Traveller. Running 
under Windows, the upcoming GEnie 
game will have the complete data on the 
entire Imperium from the GDW source- 
books. The way cool part is that players 
will be able to download the data onto 
their hard-disks only as their characters 
(each GEnie account will be able to sup- 
port up to four player characters) either 
personally explore new planets or as they 
purchase the information from other 
player characters. 

1 asked him if he’d ever heard of Op- 
eration: Phoenix, another WhiteWeb 
game. When he hadn’t, I told him it was 
due to be a CD-ROM space conquest 
game where players would get recorded 
radio-style messages to update them on 
planetary situations and digitized film 
footage of planetary battles. It even has 
an AI routine that “learns” as it plays 
against human players and a capacity for 
modem and network play for up to four 
opponents. I thought my contact might 
enjoy the planetary exploration and hav- 
ing to put down guerrilla uprisings on 
conquered planets. 

I grabbed my souvenir glass and 
jammed it into the pocket of my leather 
jacket. Slapping my contact across the 
shoulder, I told him I was off to find 
whatever Milwaukee’s idea of a happen- 
ing place might be. “Oh,” he snickered, 
"you must mean the cyber-tribal-disco 
place, Club Marilyn.” I asked my contact 
how he knew about the place and he said 
it was where some of the SSI gang were 
going to be hanging out. 

Well, I didn’t know if the club was 
going be any good, but I knew the poten- 
tial for rumors was going to be. Maybe I 
could get Kathleen Watson to go on re- 
cord and tell me if SSI was really going 
to publish an updated version of Arc hon. 
That is, if she could hear me over the 
funky out-of-synch backbeat arrange- 
ments of upbeat tunes they were playing 
in this dump. They were raining vegeta- 
ble oil smoke from the ceiling and zap- 
ping strobe lights through it so that the 
whole place looked like some grotto 
where mysterious tribal rituals might be 
performed. The voodoo woofers made 
the dance floor vibrate like a 2.6 quake 
and the dancers looked like the new ani- 
mated monsters that are supposed to be 
coming to life in next year’s Archon 
2000 . 


by Jerk Malfeasance 

During a pause in the cyber-tribal-disco 
writhing that passed for dancing, she 
leaned close to me and whispered those 
magical words that always turn me from 
punk to gentleman, “There’s something I 
need to tell you.” I jerked the length of 
chain that clasps my reporter’s notebook 
to my steel-studded belt and got ready to 
write. She asked me if 1 had seen SkyRe- 
alms of Jorime in the dealer room. 

“Sure,” I replied, “It’s not a computer 
game, but I knocked one off the table and 
bought it as damaged goods, anyway.” 

“Well,” she smiled, “what would you 
say if I told you it was going to be a 
computer game next year?” I told her that 
I knew of several companies who 
couldn’t possibly be publishing it if it was 
going to ship next year and grinned cru- 
elly so that she could take in my artifi- 
cially sharpened canines. Instead of 
appreciating my slam on the competition 
or reacting to the desirability of my dan- 
gerous dude vamp, she had the audacity 
to ask me if there were any new wargame 
companies on the horizon. 

I told her that this new WhiteWeb 
Software group looked like they were 
going to hit the simulation market pretty 
heavily with their line of simulations. 
One is going to be a tank sim called 
Rolling Thunder. Besides being multi- 
player via modem or network, it will fea- 
ture animated sequences to keep the 
player informed of the war’s progress. 

Then, the music started up again and, 
since we couldn’t hear each other any- 
way, I began to move in the stiff cyborg 
shuffle I call dancing. You can always tell 
a PR professional, though. She didn’t 
laugh. CGW 
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Review 



byChuckM€>ss 


"Half measures can kill when on 
the brink of precipices, 
chafing in terror at the bit, 

PVe strain and sweat and foam 
because we cannot, 
jump just halfway across. " 

Yevegny Yevetushenko — 

"Half Measures. " 

I n Spectrum HoloByte’s political 
simulation Crisis in the Kremlin, the 
player gets the opportunity to assume 
leadership of the Evil Empire at its most 
critical juncture: 1985. Chernenko is dead, 
the USSR is rotting, Stalin’s system is 
cracking. We know what Gorbachev did, 
and to his eternal credit, he killed the Bol- 
shevik state — even if inadvertently. The 
death of Soviet power is a dream come true 
for a weary world, but today’s outcome — 
an economically prostrate, fissioned Eur- 
asia — is not the best of all possible worlds. 
A unitary, free, reformed, free-trade federa- 
tion within the USSR’s vast boundaries 
would be a marked improvement. The 
question is, will players win where Gorby 
lost or will they find themselves over- 
thrown one night like poor Nikita 
Khruschev? 

Crisis in the Kremlin lets everyone have 
a go at reworking history. A graphically 
gorgeous game, the mechanics of Crisis 
were accurately noted in Johnny Wilson’s 
Sneak Preview (CGW #95). Without re- 
treading that ground, here’s a short brief- 
ing. The player begins as either a hard-liner, 
a Gorbachev "moderate," or a Boris Yelt- 
sin-style reformer, with appropriate poli- 
cies in place. 1 le faces a command screen 
with a map and menus, and occasionally — 
a cup of tea. 

One runs the USSR by manipulating two 
variables: policies and budget. Policies 
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cover matters such as civil rights, economic 
freedom, military aggressiveness and me- 
dia freedom, all measured on a scale from 
one to 1 0 (where one is equivalent to Stalin 
and 1 0 his 1 80 degree opposite). The game 
runs in "real time," by months, with certain 
known events occuring at the proper times 
(Chernobyl, for example, blows in April of 
1986). 

The budget power is the meat of the 
game. Although budgets officially take ef- 
fect in October of the year, one can tinker 
throughout the game — and should. Budg- 
ets can be handled at various levels of in- 
volvement, but the player should always 
use the "detail" option. This power is one’s 
major lever for change. Reallocation of re- 
sources is the key to reform, along with the 
decisions made at certain historic junctures 
(e.g. should one adopt Glasnost or send its 
adherents to Siberia, etc.). 

Of course, one is not total master of the 
top. Political strength ebbs and flows, and 
the hardliners always seem to have enough 
power to stymie reform. Too many steps 
taken at once and the screen will fill with 
video footage of coup tanks rumbling 
through Moscow. So long, comrade. Some- 
times, the player can face down the oppos- 
ing faction, but changes need to be done 
incrementally. That’s why monthly salami- 
slices of budget and policy moves need to 
be spaced out throughout the year. With 
luck and skill, players could survive to the 
end of 1 99 1 . The Soviet Union might, too! 


Crisis of Verisimilitude 

Crisis is an admirable effort, well-pro- 
duced and lavishly underpinned. Ulti- 
mately, however, it must be judged on two 
levels. One is its quality as a game, the other 
its accuracy as a simulation of the Soviet 
situation in the late 1 980s. Let’s deal with 
the second item first. 

Computer political simulations are a 
fairly rare breed and most of them have 
tended to reflect extreme bias on the part of 
their designers. The most successful politi- 
cal games are Chris Crawford’s pacifist 
treatise Balance of Power and the wildly 
leftist Hidden Agenda. In the former, nu- 
clear war erupted if the U.S. so much as sent 
five million dollars to Panama; in the latter, 
the game program forced the player to be- 
come a Sandinista to survive. 

Crisis has a similar bias — one that drives 
the player toward establishing a free mar- 
ket, and both political and social liberation. 
This reviewer is an unreconstructed Rea- 
ganite and heartily approves of all these 
moves. However, the USSR did not have to 
implement these reforms. As Deng’s China 
and Castro’s Cuba have shown, authoritar- 
ian reaction is a valid option. Unfortu- 







nately, the game’s designers do not allow 
us to — as Editor Wilson put it succinctly, 
"hit the snooze bar of history." This distorts 
the game’s veracity from the outset. 

Secondly, the central game mechanism is 
authoritarian. A player micromanages the 
economy to a total degree — which was the 
USSR’s problem in the first place! There is 
no way the player can "de-control" seg- 
ments of the economy, or de-bureaucratize. 
This further distorts the actual process. 
Thirdly, events occur often without regard 
to performance in the economic model. De- 
spite this reviewer’s consistent funding of 
agriculture at the maximum level and dis- 
tribution of land to the people, "food riots" 
occurred; mainly, it seemed, because food 
riots always occurred at that particular 
chronological point. 

Finally, there is no political interaction. 
This is perhaps an unfair criticism, as this 
reviewer strives to critique the game re- 
leased, not the game the reviewer wishes 
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Review 


were released. However, Gorbachev 
needed to rely on people to carry out his 
reforms, and the failure of those underlings 
(and in the case of the coup plotters, their 



actual betrayal) was a sizable element in the 
drama. Hidden Agenda makes effective use 
of subordinates. As the USSR, like most 
tyrannies, was aetually a feudal welter of 
interests beneath the facade. Crisis’ inabil- 
ity to more than crudely simulate this cen- 
tral aspect of the situation hurts the model. 

As a re-creation of the late Soviet Union, 
Crisis has a surface plausibility. All the 
proper elements are present; the dates cor- 
respond with actual events, the special 
events (Chernobyl, Matthais Rust, Per- 
estroika) generally occur at the proper 
times. However, Gorby’s progress went 
through several stages. First came "usk- 
oreneii" or acceleration in 1985-1986, 
which was actually marked by more cen- 
tralization, as well as the catastrophic anti- 
alcohol campaign. Acceleration’s failure 
led to expansion of "glasnost" which began 


a device to purge corrupt Brezhnevites. 
Discarding uskoreneii for a mid-course cor- 
rection led, in 1987, to restructuring, or 
"perestroika." Finally, the mishmash of 
"half-measures" led to the 1989-91 period 
of spiraling collapse. 

Throughout this time, Gorby backed and 
filled, hemmed and hawed, pushed forward 
and retreated, put forward plans and re- 
tracted them. He compromised all over the 
place, thus dissipating his own influence 
and throwing the nation into chaos. Crisis, 
by contrast, presents the reform period as a 
linear progress; slowed perhaps, but steady, 
rather than the chaotic mishmash it was. 

An acid test of a simulation is whether, 
by doing what the historic principals did, 
one can obtain the same general result. This 
reviewer has been unable to survive past 
1988 following the Gorby line. In every one 
of more than fifteen games, Mikhail Ser- 
geevich’s strategy has led to premature 
hard-line overthrow. Thus, as a simulation. 
Crisis falls short. 

Better Than An Anti- 
Alcohol Campaign! 

Now to the game aspect; it’s fun. It’s 
challenging. One can try a variety of differ- 
ent strategies. I’ve played it for two months 
and I’m not sick of it. Although technically 
without degrees of difficulty, the "Yeltsin" 
scenario is markedly easier, as the neces- 
sary policy changes have already been 
made — all the heavy lifting done. If played 
prudently, "Yeltsin" can have the budget 


balanced and the people fed in two years, 
as well as keep most of the union together 
(minus the East Bloc and the Baltics) by the 
game’s cut off date: New Years’ 1992. 

Gorby’s scenario is tough, but this re- 
viewer found the most challenging job was 
to rule as a hard-line "Brezhnev," following 
the Deng Zhao Peng formula of economic 
liberalization and political control. To sum 
up. Crisis in the Kremlin is a quality prod- 
uct that marries a challenging eco- 
nomic/political game to the drama of the 
late Soviet Union. Despite an annoying ten- 
dency to hang up on my Samsung laptop, 
the production values are superb, the graph- 
ics are stunning and the accompanying 
background material interesting. This wor- 
thy stab at a limited genre is to be com- 
mended. CGW 
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Quantum Quality Productions. Inc. 


You’re an admiral who was dismissed from 
the service and exiled from your homeland 
on trumped-up charges. You’re given an- 
other chance by an old friend who’s the 
head-of-state of a world power. 

Can you meet the challenge and regain your 
admiral’s rank? 


• 9 superb scenarios. 

• 1 random map scenario, with virtually millions of 
maps. 

• 15 campaign games. 

• Flagships with special abilities (In campaigns only). 

• The challenge of a very strong artificial intelligence. 

• An In depth officer’s ranking system. 

• A thorough history of your combat endeavors. 

• Play either side against another human or a computer. 


“The Lost Admiral” computer game 
is IBM PC compatible. It can be ob- 
tained through your favorite retailer 
or order^ direct by calling: 
1 - 908 - 788 - 2799 . 

9 1991 QQP Productions. All rights restrvsd. 
IBM is a tradtmarfc of Intemalkmal Buslr>ess Machines. 
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Capstone’s The Dark Half 


TITLE: 

The Dark Half 

SYSTEM: 

IBM 

PRICE: 

$59.95 

GRAPHICS: 

VGA, EGA, Tandy 16 

SOUND: 

All Major Sound Cards 

PROTECTION; 

None 

DESIGNER: 

Kelcey Simpson 

PUBLISHER; 

Capstone 


Miami, FL 


by Charles Ardai 


T he Dark Half is one of Stephen 
King's most violent novels and one 
of his best. It is also, along with 
Misery, one of his most personal, telling the 
story of a successful genre writer who is 
haunted by a pseudonym come to life — a 
story that carries King’s own experiences 
with his sometime-pseudonym Richard 
Bachman (under which name he wrote 
Thinner, The Running Man, and two other 
novels) over the line into horror. 

Respectable Thad Beaumont, who lives 
in Maine and makes money hand over fist 
from a series of ultra-violent novels written 
under the pseudonym "George Stark" goes 
public when a nosy fan threatens to reveal 
that he and shockmeister Stark are one and 
the same. Beaumont reveals his secret iden- 
tity and ceremonially "buries" Stark, only 
to find, within days, that the phony grave 
has been dug up and that his own finger- 
prints are all over a string of sadistic mur- 
ders carried out by his psychotic 
doppelganger. Stark is the "dark half' of the 
book’s title, representing the dark side of 
the writer, Beaumont, incarnated as an in- 
human killing machine. 

As should be evident, this novel is not 
made of the stuff that goes into good com- 
puter games — it contains no "delightful" 
horror, only dark, soul-searing, grief-in- 
flected horror. (By contrast, such King nov- 
els as Needful Things, Christine, or II would 
be perfectly suitable for computer game 
development.) fuming The Dark Halfmio 
a computer game shows a degree of sensi- 
tivity and savvy unseen since Data East 
decided that Platoon would be a good li- 
cense under which to release one of its 
jungle shoot-em-ups. Granted, much of the 
reason the Dark Half game was created was 
as a tie-in to the soon-to-be-relcased Dark 
Half movie, meaning that some of the 
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game’s flaws may owe their genesis to the 
designers’ faithful adaptation of a rotten 
screenplay rather than to their butchering of 
a good novel. Whatever their source, the 
game is full of flaws at every level, from 
coding to plotting to artistry. 

Dark Roots 

The game, though released by Capstone, 
was developed by Symtus, whose only pre- 
vious credit was the negligible but enter- 
taining action game, Cybergenic Ranger. 
Designing one Sega Genesis-siyXe twitch 
game was clearly inadequate preparation 
for the much more challenging task of craft- 
ing a sophisticated LucasArts-style 
graphic adventure. It is a bad sign when a 
game touts "innovative" game features that 
other publishers have been featuring for 
ages. "Unique interface with point-and- 
click ease," the box proclaims, for instance, 
referring to an interface which is graphi- 
cally unique (commands appear as keys on 
a typewriter keyboard, text appears on a 
sheet of paper coming out of the typewriter) 
but which in all substantial ways is no dif- 
ferent from the interface of the classic Lu- 
casfilm gem. Maniac Mansion. "Graphic 
inventory display of over 35 items," the box 
exults, "Spine-tingling VGA images." 

For the record, there is no image in the 
game that will leave anyone’s spine tin- 
gling, unless the sight of body-shaped pixel 
masses on top of jagged red "pools" has that 
effect on the most sensitive of players. (One 


of the problems with computer games in the 
horror genre has always been that it is hard 
to drum up much sympathy for characters 
who are visually only one step up the evo- 
lutionary ladder from the Mario brothers.) 
In the game’s occasional close-ups, the 
drawings are crude and the color-selection 
is poor. Most of the game’s scenes are done 
in medium and long shots and while the 
game does deliver on its promise of "cine- 
matic animations" with fluid scrolling and 
some nice effects, the look of the game will 
not knock anyone’s shoes off, much less 
their socks. 

The typewriter interface is a clever con- 
ceit, but its appeal fades quickly when one 
realizes that one has to wait for a blank sheet 
of "paper" to scroll up every time one wants 
to enter a command. Equally annoying is 
the need to wait until a command has been 
completely executed not only before enter- 
ing the next command, but before even 
being allowed to move the cursor to where 
one wants it in order to select the next 
command. 

Worst of all, there are no shortcuts built 
into the command structure. One cannot 
type ’L’ instead of clicking on the "Look" 
key, and there is no way to repeat a com- 
mand without going back to the typewriter 
keyboard. This means that when one wants 
to perform an action repeatedly (such as 
looking at all the headstones in the ceme- 
tery or taking all the implements in the tool 
shed) it is a matter of dragging the cursor 
back and forth, over and over again, from 
the command key at the base of the screen 
to the objects with which one wants to 
interact. Mouse users will merely be an- 
noyed; joystick and keyboard users might 
as well not bother. 

Needless to say, there is no such thing as 
a "Take All" command. This is particularly 
frustrating because the game is crammed 
full of items which look interesting but 
which turn out to be useless. (As irritating 
as it is to have to go back and forth to collect 
a screenful of supplies, it is even worse to 
go back and forth only to be told "I don’t 
need that" nine times out of ten.) Also, 
many of the items on any given screen are 
visible but do not register when one passes 
the cursor over them — and even this is 
inconsistent. The bowl in Thad’s living 
room is there when one "Look"s at it but not 
when one tries to "Pick [It] Up." 
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The game is full of things it doesn’t need 
to pick up and things it doesn’t want to do. 
Try to open the barbershop drawers and the 
game says, "1 don’t think the barber would 
like that." Try to open Thad’s window at 
home and the game says, "Better not, looks 
like rain." (The day is perfectly sunny.) Go 
to the payphone even after Thad has found 


some change and the computer says, "I 
don’t have anyone to call." (This despite the 
fact that, if one uses the phone at Thad’s 
home, Thad immediately calls a fellow pro- 
fessor.) From beginning to end, the game 
will only let players do what it wants them 
to do. 

Betrayals and Bugs 

The paper-thin veneer of interactivity 
with which this game is coated will leave 
most players ripping out great clumps of 
hair. It is a cardinal rule of adventure game 
design not to put a drawer in a room if one 
doesn’t want players to open it; if some- 
thing appears in a scene, one has to be 
prepared for players to interact with it. Over 
and over. The Dark Half breaks this rule 
and, in so doing, breaks faith with its audi- 
ence. 

There are more egregious examples as 
well, where this kind of design misstep 
actually affects the plot. In one scene, the 
player wants to remove a murder weapon (a 
bloody artificial leg) from tbe open bed of 
a truck, since doing so would help keep the 
police off Thad’s trail. Unfortunately, even 
though the computer tells the player "You 
see Homer’s artificial leg" in response to 
the command "Search truck bed," the leg 
does not show up in the graphic, making the 
command "Pick Up Leg" impossible to exe- 
cute. 

Later, one manages to open a locked 
china cabinet and is told that "There is a 
pistol inside." Alas, the pistol is not visible; 
much as one wants it, one cannot take it. (At 
this point in the game, 1 would have killed 
for the freedom simply to type in the com- 
mand "Get pistol.") Telling the player that 
he has found an object or met a character 
and then, not giving him a way to get the 


one or talk to the other is the height of 
cruelty, an act of sadism of which George 
Stark could be proud. 

When the player encounters characters 
with whom the computer does let him talk, 
the design is bungled as badly as it is in the 
rest of the game. The typewriter interface 


disappears, to be replaced by numbered dia- 
logue choices. Why the choices are num- 
bered is a mystery, since one is not 
permitted to select them by typing in the 
numbers. (Once again, everything has to be 
point-and-clicked.) The dialogue is badly 
written, mispunctuated and ungrammati- 
cal: "Digger is a old man," says respected 
novelist Thad at one point. In some dia- 
logue sequences, care must be taken to say 
the right things, but in most, one will do fine 
simply by running down the list of options 
in the order in which they are presented. 

Of course, this process is complicated by 
the fact that the computer usually kicks the 
player out of dialogue mode after each in- 
terchange, requiring the player to click on 
"Talk To" and the character (who may be 
all the way across the screen from the "Talk 
To" key) before asking each question. 

In addition to the poor design (more re- 
mains to be said, but space is limited), the 
game has more bugs in it than John Gotti’s 
dinner table. Consider; after Thad 
leaves the tavern for the first time, 
the graphic portion of the screen 
goes black. Is this because it sud- 
denly got dark? Is Thad having a 
blackout? No, it’s a bug — walking 
to the edge of the screen restores the 
graphics. 

Another example: after taking all 
the objects out of the truck, try sav- 
ing the game and then, restoring. All 
the objects will reappear in the truck 
even though they are already in 
Thad’s inventory. Does this mean 
one can take them twice? No, but 
either way it’s still a bug. 

Finally, try this: when a certain 
waitress tells Thad to take a seat, sit down 
and then call up the save/restore menu. Se- 
lect "continue." Note that there are now two 


Thad Beaumonts on-screen, one seated, the 
other standing. Is this an early visit from 
George Stark? No, it’s a bug — the extra 
Thad vanishes after one move. 

Half Is Not Better 
Than None 

It is probably not worth harping too much 
on the numerous changes in the novel’s 
storyline. Whether in the old Hollywood or 
the "new" Hollywood, meddling with a 
work occurs no matter how good the origi- 
nal or how weak the suggested changes. 
Here, changes have been made with all the 
delicacy one would expect from teenage 
vandals finger-painting on the Mona Lisa. 
Absent-minded prof Rawlie DeLesseps is 
turned into Reggie DeLesseps and made 
female. Victim #1, Homer Gamache, is 
beaten to death with his artificial leg rather 
than his artificial arm, even though the 
switch of prosthetics requires contortions 
in the storyline and leaps of logic. Law 
student Fred Clawson even becomes 
"drifter Fred Clawson" before the game is 
through. 

Even more distressing than changes like 
these is the general dumbing-down of the 
story. For instance, the book’s grueling toe- 
to-toe interrogation between Thad and the 
police, where Thad has to work like crazy 
to establish his innoeence, is reduced in the 
game to a scene that goes something like 
this: 

COP: We have your fingerprint in the dead 
man’s truck. 

THAD: I was framed. 

COP: Well, okay. 

In brief, everything that made The Dark 
Half an exceptional novel is missing from 
the game, as is anything that might have 
made the game an exceptional game in its 
own right. The Dark Half is not only a bad 
game, it is easily one of the worst games I 
have played in the last ten years, on top of 
which it is an insult to a fine work by one 
of our most underappreciated authors. To 
the extent that people will associate this 
game with the name "Stephen King," he 
will go on being unappreciated, and this is 


perhaps the greatest pity of all. cbw 
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ADVEimiRE LIKE NEVER BEFORE... 



The year is 999 A.D. The 
time of great dread has come. Lx)ng 
have the Viking prophets foretold of 
RAQNAROK, the final battle of the gods, 
which will determine the fate of the world. 

From before the ancient times, the great gods 
of your people - Odin, Thor and the forces of 
Asgard - have championed the human race 
and have withstood the power of evil Surtr 
and his hoards of fire demons. Now the days 
have become dark and cold. 

Many travelers and warriors have passed through your 
village into the wild lands beyond. Strange tales of 
distant lands, wizards, powerful creatures and magic 
are whispered by firelight. Some of the boldest warriors 
say that the final great Viking quest is to aid the gods 
themselves as they prepare for RAQMAROK. The outlook is 
grim, but to stay behind and wait for the end is worse. You 
have packed your belongings and have decided to follow 
the dark trail into the forest... 


It's time to break the mold. Step 
up to RAGISAROK and experience 
the vast, unbounded world of Norse 
mythology. 

• Explore over 1 00 action-packed realms, featuring 
vivid, superfast VGA graphics. 

• Enter a highly interactive world where you pursue 
quests and adventures as you see fit... no set story 
line to foliow. 

Challenging and Intriguing. 

• Master the use of over 200 magical artifacts. 

• Encounter up to 200 distinct races of beings 

• Acquire the skills and knowledge needed to finally 
defeat Surtr and his hoards of Fire Demons. 


Why be human? 

• Shed your human form as you learn the arcane 
skills of polymorph and transformation. 

Easy to play! 

• Extensive on-line help and intuitive interfaces have 
you playing immediately. 

• Infinite variability and non-stop action will keep you 
coming back. 



NOW AVAILABLE FOR IBM & COMPATIBLES! 

TO ORDER: 

Visit your retailer or call 1-800-892-3488 to order. VISA/MC and checks accepted. 
Morsehelm Productions, Inc.; P.O. Box 494388; Redding, California 96049-4388. 
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A Designer Looks 
at the Old 
“New” Media 

Seybold Seminars’ Digital World 

hy William C. Fisher 


During’ the summer, Seybold Seminars 
held the Digital World conference in Bev- 
erly Hills, California. There were several 
new products and players introduced at 
the show. The following is a list of what 
we considered most enlightening. 

Radius VideoVision 

One of the most exciting developments 
at Digital World was the board intro- 
duced by Radius. Originally conceived 
by Apple, the rights were sold to Radius. 
The unit supports video in and out, in- 
cluding S-VHS format, through an exter- 
nal breakout box. This product joins the 
SuperMac VideoSpigot, one of the best- 
selling hardware products of the past 
year, in providing immensely powerful 
video on home computers. 

What’s new about this board? The abil- 
ity to output to videotape using 24-bit 
convolution. What that means is flicker- 
free video. Normally, output from a com- 
puter with a high-resolution display like 
that of the Macintosh flickers badly on 
videotape. Thin horizontal lines create 
havoc on TV. Convolution smoothes the 
lines so they don’t flicker or jump around 
on the tape. It can be switched on or off 
at the flick of a switch, which makes for 
a very convincing demo. The result of 
this support for convolution is that any- 
one with a Macintosh and this board will 
be able to produce crystal-clear vide- 
otapes without the usual expensive video 
hardware. 

This board will list for “less than 
$2,500.’’ While that’s not cheap, it’s a lot 
less than the current studio alternatives. 
And don’t forget that it’s also a 24-bit 
video board. And, as did the Spigot on 
initial release, it will come with plenty of 
bundled software: DiVA VideoShop and 
MacroMedia Action!, advertised by Ra- 
dius as an “$ 1 , 1 00 software value.” 

The net effect: VideoVision makes 
“desktop video” even easier than before. 
Every self-respecting game developer or 
multimedia producer needs at least one 
board of this type, even if just to play 
around. Not every game needs video, of 


course. But video power this great is a 
tool that can be used to create better soft- 
ware, in ways that may not be obvious 
today. Most important, the VideoVision 
is one more indication that personal com- 
puters will continue to expand their capa- 
bilities in ways which were almost 
unthinkable a few years ago. The pace of 
change provides huge opportunities for 
the kinds of visionaries who have made 
this such a great industry. Expect a lot 
more to come. 


Compact Disc- 
Interactive (CD-I) 

Digital World was held in the very 
shadow of Philips Interactive Media of 
America, the company that created CD-I. 
When it comes to CD-I, there are two 
kinds of people: True Believers and 
Skeptics. The True Believers are unfail- 
ingly optimistic about the future of CD-I 
and are very vocal about their belief that 
it will be the next major force in home 
entertainment. 

The True Believers say: 

There is a lot of money to be made in 
CD-I. 

Large numbers of products are now being 
developed for CD-I, especially in 
Europe. 

The CD-I unit is technically superior to 
computer-based platforms for “multime- 
dia” applications. 


More than 1 00 companies are developing 
compatible units. The market will really 
explode when Nintendo and Sega release 
their low-cost versions. 

Philips understands that CD-I will re- 
quire years before it becomes profitable, 
and they are willing to wait. 

The Skeptics say: 

The current installed base is probably 
between 5,000 and 10,000 units in the 
U.S. now. It is unlikely to exceed 50,000 
units by the end of the year. If there is 
money to be made, it’s in finding some- 
one with deep pockets to fund the 
development of products for CD-I 
(like Philips). A single CD-I de- 
velopment station costs tens of 
thousands of dollars — enough to 
buy an office full of top-of-the- 
line IBM PC-compatibles or 
Macintoshes. And the tools are 
rather primitive compared to those 
available on tho.se other platforms. 
There are large numbers of people 
developing for CD-I. Yet, there 
are also many current software 
publishers who are holding back 
until they can justify the invest- 
ment. Of those who are develop- 
ing products, one person boasted 
to me about producing a disc for CD-I in 
eight weeks (with six people) using the 
latest authoring tools. What kind of disc? 
A library of digitized artwork. Whoopee. 
Wing Commander it is not. 

The CD-I unit has some definite advan- 
tages of IBM PC and Macintosh “multi- 
media” units, such as multiple video 
planes and a variety of very nice sound 
and display mode options. Most of all, it 
has consistency. The specifications are 
set in stone. The Macintosh market, led 
by Apple, has done fairly well in stand- 
ardizing, one of Apple’s specialties. The 
PC market, as usual, is a fistfight of so- 
called standards promoted by competing 
hardware and software vested interests, 
most of which have received lukewarm 
interest. On the other hand, Apple is re- 
portedly releasing new consumer ma- 
chines this fall to compete with CD-I. 
Macintoshes, and most new IBM-com- 
patible PCs, have their own advantages 
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patible PCs, have their own advantages 
in this field: much higher video resolu- 
tion, greater software versatility, and 
greater computing power, to name a few. 



Nintendo or Sega may just he the saviors 
of the CD-I format. Of course, this may 
also trivialize it, since the machine might 
he tarnished with a "kiddie game ma- 
chine" image that runs counter to the 
"happy educated interactive family" im- 
age Philips is trying to promote. But it 
will certainly sell a large number of CD- 
ROM units into homes, which is critical 
to the success of the platform. The current 
unit is too expensive for the average con- 
sumer, especially in a protracted down 
market. 

What was actually showing at Digital 
World in the CD-I arena? Development 
systems and developer enthusiasm. 1 
didn’t see any actual products on display. 
So far, 1 still maintain my original status 


as a firm Skeptic: I don’t see any compel- 
ling reason why I, as a consumer, would 
want to purchase a CD-I unit today and I 
don’t see why I, as a software developer, 
would want to invest my company’s 
money in developing a consumer CD-I 
title. There is absolutely no money to be 
made in it now. However, I do see a 
potentially huge market for CD-I in the 
industrial training and education fields 
and for use in kiosks. As a delivery plat- 
form, it has excellent price/performance 
characteristics. If there’s money in CD-I 
this year, that’s where it will be found. 

CD-ROM for Business 
and Education 

The CD-ROM business is serious busi- 
ness. Although CD-ROM technology is 
still moving slowly into the mainstream 
PC market, it has long been a force in 
certain large vertical markets. There are 
literally thousands of CD-ROM discs on 
the market today. 

The overall message is that producing 
a CD-ROM today is not a big deal at all. 
There are now a number of authoring 
systems for the IBM PC and Macintosh. 
There are companies that specialize in the 
pre-mastering and mastering of discs, and 
a number which will sell desktop systems 
for pressing "one-off CDs for about 
$15,000. It has been done many times 
before. And the cost of hard drives and 
backup mechanisms capable of handling 


gigabytes of data is dropping rapidly. Fi- 
nally, disc production costs are leveling 
off at very reasonable prices. 

Of course, CD-ROM has its limita- 
tions. But double-speed drives are be- 
coming available, and even higher speeds 
and higher densities reportedly are in the 
works. It has a long way to go before its 
technological franchise has expired. 

The biggest question about CD-ROM, 
which has yet to be answered, is that of 
standards. Apple is likely to release new 
CD-ROM machines for consumers, 
along with their own standards. IBM PC- 
compatible hardware and software ven- 
dors are fighting over standards for their 
marketplace. So far, none has lit a fire 
with consumers and, without a reason- 
able installed base, entertainment pro- 
ducers will hold back from large 
investments in CD-ROM. CD-ROM is 
here, but it is not clear when we will start 
to see large amounts of entertainment 
software using it. 

DVI, JPEG and MPEG 

Huh? For those without their pocket 
acronym dictionaries handy, JPEG 
stands for Joint Photographic Experts 
Group. MPEG is Motion Picture Experts 
Group. These are both industry-wide 
committees attempting to create interna- 
tional standards. DVI is Digital Video 
Interactive, which is being promoted by 
Intel. 




This all new LINKS 386 Pro version of our award-winning 
LINKS golf game offers many dramatic improvements that 
make playing LINKS 386 Pro more enjoyable - and gives you 
exciting new golfing possibilities! 


Super VGA Graphics and 386 Power! 

The new LINKS 386 Pro, featuring Harbour Town Golf Links, is 
the first golf game specifically designed for the graphic capabilties 
and computing power of your personal 386/486 computer system. 
SUPER VGA 256-color graphics at 640x400 resolution display 
breathtaking views of LINKS Championship Courses. Your friends 
won't believe that your computer looks so good! 

A lot of listening went into LINKS 386 Pro. 

Many of the new features and improvements were added in 
response to direct requests from LINKS users like you! An 
exciting new feature is our Unique Computer Opponent. Play a 
round of golf and save your game. The new LINKS 386 Pro 
recorded every shot you made. Send your game off to your buddy 
and he can play against you right on the screen, shot for shot, as if 
you were right there next to him! We've also included pre-recorded 
games from worthy opponents, statistics, a variety of game play 
modes and much, much more. 


Texturing of 
fairways, rough, 
sand, and other 
surfaces adds ar, 
extra level of 
realism. 


You can u.se any 
of the 7 existing 
LINKS courses c 
upgrade your 
favorite course t 
the Super VGA 
version. 


Over 345 combinations of Viewing Windows. 

With the new LINKS 386 Pro you're not stuck with just one standard viewing window. With a few 
clicks of your mouse you can split the screen giving you a real-time reverse view of your shot to 

the green or add a scaleable top-view that displays the 
flight of your ball. Scorecard, club distance chart, 
terrain profile and other panels give you the flexibility 
to display what you want to view while playing and 
(801)801-359-2900- FAX (801)596-9128 cH'inge your Viewing setup at anytime. 




*Actual Links 386 Pro Super VGA Screens 
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This year, we are finally beginning to 
see glimpses of the future of compressed 
video. What passes for video in the typi- 
cal software product of today is jerky, 
chunky and slow. These new fancy acro- 
nyms are names you will hear more and 
more in the coming years as the quality 
of digital video, played back from ordi- 
nary CD-ROMs or disk drives, improves. 
These new techniques provide massive 
levels of data compression, throwing out 
parts of the video image that are (one 
hopes) not important. They are known as 
"lossy" compression techniques because 
some detail is lost in compression. 

DVl is Intel’s system for digital video 
compression. It has been around for sev- 
eral years, but the cost of DVl hardware 
and the clunky nature of the compression 
process (you send your data to Intel and 
pay them by the minute) has limited its 
appeal. IBM demonstrated some very 
nice DVl across a network at Comdex last 
year on its UltiMedia PS/2 machine. DVl 
boards are available for both IBM PC and 
Macintosh users. The best thing about 
DVl is that it is available today, although 
DVl boards still cost as much as the rest 
of the machine. So far, it looks like 
MPEG will outshine it. 

JPEG is now being used in some appli- 
cations for digital video. Unfortunately, 
it’s really intended only for still-image 
compression. LSI Logic showed a chip 


set at Digital World that compresses ra- 
tios as high as 50:1 or 60:1. Unfortu- 
nately, at that level, the image starts to 
deteriorate noticeably. A level of more 
like 150:1 or 200:1 is necessary for play- 
back of video from standard CD-ROM. 
JPEG is not the answer for digital video. 

MPEG is a still-emerging standard for 
digital video compression. It is computa- 
tionally complex, and only this year have 
the first commercially available MPEG 
chips been produced. Demonstrated at 
the show was a sample of a music video 
compressed using a newly available chip 
set from C-Cube Microsystems (which 
has teamed with JVC). 

It’s worth the wait. The demo was 
amazing: scrolling of the entire screen, 
fast cuts between scenes, and none of the 
stairstep-like "thresholding" distortion so 
common on other compression schemes. 
I pressed C-Cube for details, and they 
assured me that the demo really was run- 
ning at only 150 kilobits per second — 
CD-ROM data rate. 

MPEG chips are still quite expensive, 
and the standard is not yet officially ap- 
proved by any international standards or- 
ganization. Plus, several more MPEG 
enhanced standards are in the proposal 
stages. This has delayed availability of 
parts. But the first hardware is here now, 
and we can expect some very exciting 
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developments from it in the next few 
years. 

What Wasn’t There 

Unfortunately, there were no CD-ROM 
entertainment products. It’s still an 
emerging field, and it’s hard to make a lot 
of money. This is especially true of the 
MPC platform, for which there are virtu- 
ally no CD-ROM titles. 

Commodore (CDTV or Amiga): 
there’s not much coming from Commo- 
dore these days about CDTV. And the 
Amiga, a technological breakthrough, is 
rapidly passing from view in the high-end 
world of digital media (Amigas were not 
at all prominent at Digital World). 

Conclusions 

Digital World proves that digital media 
are real and already serious business to 
many companies, much further along 
than fields such as virtual reality. It’s not 
yet down to the consumer level, however. 
And we still haven’t seen the VisiCalc or 
PageMaker type of breakthrough product 
for digital media. Naturally, we all hope 
that these magical new capabilities will 
lead to even better games in the next few 
years. As far as I can tell, we have every 
reason to be optimistic. Stay tuned! cgw 
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Real-time split 
screen views of 
your shot. Great for 
making your 
approach shot to 
the green. 


Improved .swing 
indicator to allow 
for more accurate 
putting. 


The Experience Continues... 

The challenge doesn't end with Harbour Town. You can play each 
of the original LINKS Championship Courses (sold separately) 
with LINKS 386 Pro. Seven internationally-acclaimed golf courses 
on your desktop! Torrey Pines, Firestone South Course, Bay Hill 
Club, Pinehurst #2, Troon North, Dorado Beach, and Barton Creek 
with additional courses being released as fast as they are completed. 

If you're a LINKS owner, you can purchase LINKS 386 Pro at a 
special introductory price. Call us today for more information. 

1 - 800 - 800-4880 

Call toll-free, 24-hours a day, Mon-Sal in the U.S. 
and Canada or visit your local software dealer. 
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What Reviewers Are Saying about LINKS 386 Pro: 

Strategy Plus: 

“...with LINKS 386 Pro, Access has not so much pushed back the ‘envelope’ as redefined the term 
‘simulation.’ Right from the opening screen it’s clear that something special is happening here.” 


New Features for Links 386 Pro I 

•Seven different viewing windows, with over 345 different combinations. 
Improved club .selection feature. • Wide, panoramic views giving you a 
belter feel for the course. • Statistics recorded for each player, game and 
course, with optional print out. •A "Saved Shot" feature. • Scaleable "Top 
View". •"Profile View" which .shows changes in elevation between the ball 
and the pin. • All new sounds! Supports SoundBla.ster, SoundBla.ster Pro, 
Adlib and other compatible .sound cards & RealSound. • Improved .swing 
indicator for more realistic putting. • Male or female golfers, with 10 
different .shirt colors to choo.se from. • Spectacular texturing of fairways, 
rough, .sand, water not offered in other golf games. 

November 1992 


“...repre,sents a new generation of computer game. Just play it and love it.” 

PC Entertainment: 

“...for sheer, unadulterated realism, no golf simulation equals the performance of LINKS 386 Pro.” 

“...if you’re serious about golf simulations, treat yourself to LINKS 386 Pro. And if you don’t own 
a 386 to run it on, youi’ve finally got a real good reason to lay out the money for an upgrade.” 

Computer Gaming World: 

“...if you have a fa,st 386 or 486, think of LINKS 386 Pro as a Ferrari or a Corvette.” 

“...the ground texturing is dramatically realistic.” 
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Three Runs, Two Hits, One Error 

Virgin Software's Magnetic 
Scrolls Collection 



T he trouble with multi-game value packs is that too 
often they are nothing of the sort. Nothing is of less 
value than three, or five, or 20 obsolete games one doesn’t 
want to play. Three bad games for the price of a good one is 
not a good deal. Yet, one always holds out hope. It is possible 
to imagine a good anthology of games — think of The Lost 
Treasures ofinfocom or picture a megadisk containing all the 
installments in Sierra’s Space Quest series. If most antholo- 
gies are bad, it is because they are bom solely of a publisher’s 
desire to breathe new life into his moribund backlist, which is 
usually moribund for a reason; if anthologies are sometimes, 
though rarely, good, it is because there are some games out 
there that deserve to be resurrected. 

The latest games to be dusted off, polished and served up 
fresh in this way are three of Magnetic Scrolls’ ersatz text 
adventures: the well-known Guild of Thieves, the unjustly 
forgotten Corruption, and the bizarre Fish! Each comes from 
England complete with charming British spelling and vocabu- 
lary (one mustn’t call a "torch" a flashlight, or a "checque" a 
check), and each has a nice, wry sense of humor (excuse me, 
humour) lacking in most American games. Alas, though, all 
is not well. This collection, like so many others, shows the 
signs of a job done too quickly. Among these signs are 
insufficient documentation, a muddled installation procedure 
and a title that couldn’t possibly be any duller. Sadder still is 
the thrown-together, grab-bag manner in which the peripheral 
materials that came packed with the original games are pre- 
sented. Where the original Corruption came with a poker 
chip, and the original Guild of Thieves with a lengthy, witty 
Guild "newsletter," the Collection comes with neither; what 
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it does contain, somewhat arbitrarily, is a fish chart from 
Fish!, a map from Guild of Thieves, and a calendar page and 
audio cassette from Corruption, all thrown in the box willy- 
nilly with not so much as a label on each to indicate its 
provenance or significance. 

In all fairness, 
though, these are 
small complaints, 
and none makes a 
difference once the 
Collection is up and 
running. The new 
games are as good 
as they ever were, 
aided greatly by the 
fluid Magnetic Scrolls interface, which allows players to 
arrange the game screen in any way they want. Each game 
function — text, graphics, inventory, self-drawing map, hints, 
compass — has its own window, which the player can create, 
destroy, resize or move at will. This gives the player total 
control over the games, which can be played as pure text 
adventures, as graphic adventures with all the modem con- 
veniences or as anything in between. There are a few quirks, 
such as one’s inability to call up a map window and a hint 
window simultaneously, but none are debilitating. The big- 
gest problem with the interface is that the computer screen is 
not large enough to hold all the windows at once, so that a 
certain amount of reshuffling is always necessary. This is not 
a big deal. 

There is no sound in these games, except for a short sound- 
track included on the Corruption cassette, and though there is 
some excellent animation in the graphic windows, there isn’t 
much. The graphics are wonderful but spotty (i.e. they don’t 
always change when one moves from location to location) 
and, in any event, they are incidental to the gameplay. What 
matters is the text, the puzzles, the stories and the worlds in 
which the stories take place. 

In the Collection, therefore. Magnetic Scrolls takes adven- 
ture gaming back to its roots, and it works. I was surprised at 
how quickly I fell under the spell of these three odd stories. 
At some point, early on, I stopped being a Detached Reviewer 
and became a Secret Agent Fish, a Would-Be Thief, and a 
Framed Yuppie. 

Go Fish 

It is difficult to say which of the three games is the best; this 
is a matter of personal preference, after all. If, on the other 
hand, one is trying to pick out the strangest game. Fish! wins 
hands down. In Fish! one plays a "daring interdimensional 
espionage operative" currently Inhabiting the body of a gold- 
fish for a little R&R. Shore leave (so to speak) is suddenly 
interrupted with a message from HQ: the terrorist group the 
Seven Deadly Fins is on the loose again. Three space warps 


TITLE: 

McgreticSadls Collection 

SYSTEM; 

IBM 

GRAPHICS: 

EGAA/GA 

PRICE: 

$59.95 

PROTEaiON: 

Documentciicn Bcsed 

DESIGNERS: 

Mcg^cSadls 

PUBLISHER: 

VirgnGcmes 


Irvine, CA 
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appear in the fishbowl, permitting one access to a recording 
studio, some hippie-filled ruins, a forest with an exploding 
bird in it and lots of other peculiar places. 

It is a little tough to get oriented in this game, because things 
are just a shade too crazy. Unpredictable is good; incompre- 
hensible is not. Some of Fish! is seriously incomprehensible. 
However, when it makes sense (as well as when it doesn’t, 
but is at its silliest), the game can be fun. 

Puzzles are of the "how to placate a screaming record 
producer who wants his coffee" school rather than the "how 
to slay a dragon" school, and if nothing else, this makes the 
game original. Fish! also offers the most clever gags of the 
three games, such as a bit with a crystal tuna (used to tune a 
crystal, of course) and a scene where the player finds a 
computer that is running Fish! itself 

Stop, Thief! 

Guild of Thieves is both the best known and the most 
conventional of the three games. (1 don’t care to speculate on 
whether there is a connection.) Taking place in a moderately 
ZorA:-like environment, the game also has a moderately Zork- 
like plot: the player, eager to 
be accepted into the infa- 
mous Guild of Thieves, is 
given the test of denuding a 
certain patch of the 
Kerovnian countryside of all 
its valuables. In all, the player 
has to collect 14 treasures, 
stowing them in convenient 
"nightsafes" for safekeeping. 

Gameplay is, of necessity, 
episodic. The map is larger in 
this game than in either of the 
other two, as well as being 
more unified — no space 
warps here — but each scene 
has very little to do with each 
other scene. Each location of- 
fers a different puzzle, and 
one’s role is simply to go 
from location to location, solving each puzzle and picking 
things up, as adventurers have done since Crystal Cave. 

The puzzles are pretty good, requiring a certain amount of 
ingenuity (especially to get past some wicked deathtraps) and 
a little interaction with other characters. None are particularly 
memorable, though. The game is good, but lacks the spark of 
innovation that would elevate it above the level of dozens of 
similar games. 

The Seven Deadly Sins 

The third game. Corruption, is the one clear winner in the 
package. It tells a story that takes place in modem London and 
which could have been lifted out of today’s headlines. The 
player is Derek Rogers, a yuppie lucky enough to have been 
named partner in a growing trading firm. Derek has his own 
office, a dutiful secretary, a spot in the basement carpark and 
a beautiful wife. Unfortunately, he also has a partner who is 
up to no good — up to all sorts of no good, in fact, and eager 
to pin it all on Derek. 

The bad news starts when Derek finds a bag of cocaine in 
the bathroom. Then, there is the matter of the queer affidavit 
he finds, exonerating David of any charges of insider trading 
before any such charges have even been raised. This followed 
by the spectre of an illegal casino operating in the middle of 
London, as are alleged episodes of adultery, book-cooking. 


drug dealing, and medical malpractice, all of them threatening 
to collapse on poor Derek’s head. 

To get out of all the frame-ups, Derek has to fight fire with 
fire. Before too long, players will find themselves stealing 
documents, eavesdropping on phone conversations, breaking 
into safes, beating up policemen, breaking out of jail, wearing 
a wire to expose corruption, turning in their "friends" and 
(gasp!) crossing the street against the light. 

All of these activities and their results are described with a 
sharp satiric edge. Corruption is a pit bull of a game, sinking 
its teeth into the player’s psyche and not letting go for a 
second. Think: what other game has ever said, when the player 
looks in a mirror, "You see an ugly face"? Where else has a 
game character said, in response to the command "kiss her", 
"Get off me or I’ll report you for sexual harassment?" Cor- 
ruption simply doesn’t pull any of its punches. 

The main drawback with Corruption is that it is very short. 
(It is hard to imagine the game sustaining its level of intensity 
at greater length, though.) Staunch moralists might also take 
exception to a game that requires players to behave in seven 
immoral ways before breakfast, especially in light of the fact 

that, while the original Cor- 
ruption package carried a 
warning that it was for adults 
only, the game is included 
here, wamingless, with two 
games which would be just 
fine for kids. 

I would submit, though, 
that a game this powerful de- 
serves the widest possible 
audience, and if that means 
that a few kids will be ex- 
posed to semi-adult material, 
so be it. There is nothing vi- 
cious or pornographic in the 
game, just a lot of dark truths 
about the ways of the world. 
Corruption may be the most 
cynical game ever made, but 
it is not, I believe, a corrupt- 
ing influence in itself 

Three And One 

Perhaps the biggest problem with the Collection is that the 
three games it contains have no reason to be on the same store 
shelf, much less in the same box, except for the trivial fact that 
they share a game engine. (It’s akin to putting "Citizen Kane," 
"Fritz the Cat," and "Superman III" on one videocassette 
because they are all movies.) One game is a straight fantasy, 
one is an absurdist farce, and one is a hyper-realist drama. 
They sit in the box uncomfortable with each other; themati- 
cally, they practically repel each other as do the opposite poles 
of a magnet. 

People who love old-fashioned adventures will probably 
enjoy all three. People who value unusual, exceptional games 
will love Corruption. The irony is that people will probably 
pick up the Collection because of Guild of Thieves, but will 
be glad they did because of Corruption. Fish! is the odd man 
out, neither popular nor good; it is the one of the three which 
will be left (you’ll pardon the expression) to flounder. Yet, 
two out of three is not a bad showing. As anthologies go. The 
Magnetic Scrolls Collection may not be a home-run slugger, 
but it is a consistent line-drive hitter, cow 
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LIST OF BATTLES 


Gorgeous Playing Field 
Clean and Simple 
Interface 

3 Difficulty Levels 


• Pegasus Bridge 

• Sicily 

• Guadalcanal 

• Kasserine Pass 

• Gafsa 

• Anzio 

• Utah Beach 

• Omaha Beach 


• Okinawa 

• Saipan 

• Gazala— Bir Hacheim 

• IwoJima 

• Arnheim 

• Oahu 

• Kharkov 


“The Perfect General” computer game is 
IBM PC and Amiga compatible. It can be 
obtained through your favorite retailer or 
ordered direct by calling: 
1-908-788-2799. 

O 1991 OOP and White Wolf Productions. All rights reserved. 
IBM is a trademark of International Business Machines. 

Amiga is a trademark of Commodore. 
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Quantum Quality Productions, inc 


The greatest collection of 
solitaire games everl In addition 
to the 105 individual games, 
there are tournaments, quests 
and cross country journeys for a 
lifetime of gaming entertainment. 
"Solitaire’s Journey" ranges from 
the simple and easy all the way 
up to the strategic and 
challenging. 


105 SOLITAIRE GAMES 
(Most Of the world's best] 
TOURNAMENT PLAY 
(Set tournaments or create your own) 

4 INTRIGUING QUESTS. 

SEVERAL CROSS-COUNTRY TOURING 
COMPETITIONS. 

COMPLETE HISTORY AND OVERALL 
AVERAGES FOR EACH GAME 


The "Solitaire's Journey" computer 
game is IBM PC and soon to be 
Amiga compatible. It can be 
obtained through your favorite 
retailer or ordered direct by calling: 

1-908-788-2799 
©1992 Q.Q.P. All rights reserved. 
IBM is a trademark of International 
Business Machines. 

Amiga is a trademark of Commordore. 
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TITLE: 

H ong Kong Mchj ong Pro 

SYSTEM: 

IBM 

PRICE: 

$49.95 

PROTEaiON: 

Documentdicn Look-Up 

DESIGNER: 

vUlicn Robert Fitch 

PUBLISHER: 

EledronicArts 

Sen Meteo, CA 
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M ost people have heard of Mahjong (Chi- 
nese for "sparrow"), but have neverplayed 
it. The game was very popular for a time 
during the 20s, but then died out for various reasons, 
not least of which was the growing complexity that 
resulted as players made up their own "house rules" 
for the game. 

Today, the closest many have come to Mahjong are 
games such as Shanghai, which use a Mahjong tile 
set, but are really nothing like the original. Now, 
Electronic Arts brings us Hong Kong Mahjong Pro, 
and it’s the real thing. 

As the title suggests, HKMJ Pro uses the rules and 
tile set that are generally accepted by Mahjong play- 
ers in Hong Kong. Those who already know the game 
may thus find it a little different from what they are 
used to, but still should have little trouble adapting 
to the rules. 

Despite its exotic flavor, the basics of Mahjong can 
be learned in a few minutes or so. The game uses 144 
tiles, comprised of three suits (bamboo, circles, and 
characters) numbered 1 to 9, four winds (north, 
south, east, west), three dragons (red, green, white), 
and four flowers (which correspond to the four 
winds). There are four of each tile, except the flow- 
ers, of which there are only two apiece (one red set 
and one blue set). 

One of each wind is put face down on the table and 
each player picks a tile. Whoever gets the East Wind 
will start the hand. All the tiles are now mixed face 
down and stacked around the edge of the playing 
board to form the wall. Three dice are thrown by the 
East player to determine the starting point along the 
wall from where tiles will be drawn. Each player 
draws 1 3 tiles for his or her starting hand. 

Players then choose and discard tiles to build se- 
quences, such as 1-2-3 of the same suit (called 
Chow); three of a kind, for instance three red dragons 
(called Pong); or four of a kind (called Kong). A 
winning hand generally consists of four such sets of 
tiles, plus a pair of any kind. Tiles taken from the wall 
can be kept in hand, but a discard picked up from the 
board must be melded immediately into a chow, 
pong, or kong and placed face up on the table. 

Play proceeds around the table counterclockwise 
until either someone wins the hand or all tiles have 
been drawn from the wall with no winner, which is 
called a dead hand. After any winnings have been 



Hong Kong 
Mahjong Pro 

by Scorpia 



paid, the tiles are mixed, built into a new wall, and 
the next hand begins. 

That’s pretty much what Mahjong is all about, and 
HKMJ Pro recreates it all quite nicely. One begins 
by choosing three opponents from a pool of twelve. 
These computer players are, in fact, based on real, 
live Mahjong players, whose digitized portraits and 
voices are used in the game. 

The choice of opponents is very important, since 
that determines the difficulty of the game (some are 
better at Mahjong than others) as well as the mini- 
mum number of points needed to win. Novice play- 
ers are advised by the manual to start off with the 
default trio of Christopher, Wing Yin, and Miko, and 
that’s good advice. Until one has some experience 
and is able to keep track of points correctly, one 
doesn’t want to be in there with sharks like Uncle 
Chen and Wong Ho Ming. 

Next comes the choosing of the winds (the player 
gets first pick), followed by the appearance of the 
Options menu. This menu allows one to turn the 
sounds, voices, and music on or off, as wel I as set the 
game speed (how long a discarded tile can sit on the 
board for someone to pick up), review the scoring 
rules, put "extra markings" (English numerals and 
words) on some of the tiles for easier recognition, 
and see what one’s running total of winnings or 
losses are to that point. 

Then, the game proper begins. Each player re- 
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Action Stations A Naval Surface Combat Tactical Simulation is 

unique. A combat modelling system designed by an active duty naval officer to 
test computerized tactical decision support systems has been adapted into a 
commercial simulation of unparalleled accuracy and authenticity. 

CHECK OUT THE SCENARIO /UTILITY ADD ON. 

Features :- Effortless menu system; Take full command or delegate, Authentic 
Battle Plot; 21 display/status boards; smoke, star shells, flares, searchlights, 
radar, weather, burning oil slicks and much much more!!! 
^ ^ ^ ^ $49.95 IBM, Amiga (1 mb) 


Spoil Yourself With 


Spoils of War is a game of discovery, colonization and 

conquest of faraway lands. The player(s) function as commanders over several 
explorers. These explorers carry out the orders of the player. Race to be the 
player who achieves power and influence over these new lands. 

Features :- 9 different start positions; load and save; 2 to 4 players (human or 
computer); 19 difficulty levels; 4 seasons; Governors, Admirals, Commanders 
and Generals to command; infantry, cavalry, artillery, engineers, naval fleets, 
colonists and much much more!!! 

$59.95 IBM, Amiga (1 mb) ^ ^ ^ W W W 




FIRETEAM 2200 a tact cal 

wargame set in the 23rd century. Fight alone 
or command a "Fireteam" of up to 16 units. 
Features :- 30 different combat units; 25 
weapon systems; modem play between IBM 
and Amiga. 

$49.95 IBM, Amiga (Imbj 


Worlds at War A game of planetary 

conquest for 1 or 2 players that can be played as a small 
tactical study with the flavour of a chess game, or for a 
weekend as a campaign game with vast regions of 
territory to explore! 

Features :- Configurable battle map from 10 x 10 to 50 x 
50! Bombers, missiles, scouts and much much more!!! 
$49.95 IBM, Amiga (I mb) 


AlsoAvailabu -a ir -a if -a it 

BLITZKREIG a WW!! simulation of "Battle of the Bulge" with 
sophisticated A!. Based on the GDW boardgame of the same name. 

$49.95 IBM, Amiga (Imb) 

White Death WWII simulation of one of the battles around 
Stalingrad; detailed Al. Based on the boardgame of the same name. 

$49.95 IBM, Amiga (Imb) 


RAW Entertainmenf Inc. 

3027, Marina Bay Drive, Suife 1 1 0, 
League City, TX 77573 - 2772, 
Telephone (713) 538 3399 
Fax: (713) 538 2174. 

Circle Reader Service #1 14 



Coming Soon it it it it it it 

Space Inc a simulation/RPG of interplanetary trading. Encounter 
pirates, sabotage, financial problems and much much more!!! 

$59.95 IBM, Amiga (Imb) 

Fleet Commander From the designers of the award winning 
ACTION STATIONS comes a new WW!! naval simulation. All of the 
historical accuracy of Action Stations with carriers and submarines. State 
of the art VGA graphics. $59.95 IBM, Mac, Amiga (Imb) 

Dominant Species a strategy game based around the 

theory of evolution! For 1 to 8 players (human or computer). You create 
new species to survive and thrive. More than 30 billion species to 
develop. $49.95 IBM 


1 99 1 Raw Entertainment Inc. All products and corporate Identities are trademarks. 
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ceives 500 chips with a default value of $1 (this can be 
changed to either 10 cents or 10 dollars). East Wind rolls the 
dice, starting hands are dealt to all players, and the game 
begins. 

The initial hand of tiles drawn rom the wall is automatically 
sorted by the program, like 
tiles together and in numeri- 
cal order where necessary. 

Tiles drawn from the wall 
later on that one decides to 
keep will likewise be inserted 
in the proper place in one’s 
hand. 

Everything is handled 
smoothly through a mouse in- 
terface, using both the left and 
right buttons. The left button 
is used to click on tiles for 
both discarding and picking 
up. The right button is used to 
skip the “waiting period” 
when a tile is discarded and 
one knows they won't be tak- 
ing it. 

If voices are on, one hears 
the opponents say “chow” “pong” “kong” or (most dreaded) 
“I win!” at the appropriate times. If the hand ends with a win, 
there will be short digitized animations showing the “thrill of 
victory” for the winner, and another showing the “agony of 
defeat” for whoever tossed the winning tile (such a person 
pays double chips to the winner). Since there aren’t, of course, 
any portraits or voices for the human player, all that happens 
when the player wins is that a special tune is played (each 
player has his or her own signature tune that signifies victory). 

At this time, the winner’s hand is displayed, along with a 
scoring menu showing how the hand’s points (if any) were 
totalled. From here one can go 
on to the next round, return to 
the main menu to choose new 
opponents, or quit entirely by 
exiting to DOS. 

For those who have never 
played Mahjong before and 
want some initial experience, 

HKMJ Pro includes a separate 
tutorial program. It plays ex- 
actly like the regular game, ex- 
cept the Mahjong Sparrow 
(which sits in the right-hand 
corner of the screen) gives one 
a lot of help, and one’s oppo- 
nents are always Christopher, 

Miko, and Wing Yin. 

In the tutorial, Sparrow will 
always advise the player when 
someone makes a discard he can use. Play halts while a box 
displays a text message saying what the tile can be used for. 
Sparrow can also advise the player on discards; clicking on 
his symbol causes him to hover briefly over the tile he wants 
the player to throw out. In between hands, little pop quizzes 
show up, asking questions on the rules and scoring of Mah- 
jong, to see how well you’re picking up the game. Wrong 
answers carry no penalty, and if you’re wrong, the correct 
answer is shown. SpaiTow can also play the entire hand for 
the player (this is demo mode), which is interesting to watch. 


but not as helpful as simply using him as an advisor. The best 
way for one to learn is to do it oneself, with a little assist from 
a feathered friend. 

Graphically, the game is well-done. All the tiles are clearly 
and sharply delineated, the screen layout is good, and the 

digitized pictures are very 
nice, including the garden 
and Hong Kong harbor scene 
that alternate on the playing 
board. This is one of the few 
games on the market that 
supports 640x480 256-color 
SVGA mode, provided one 
uses an expanded memory 
manager such as EMM or 
QEMM and have at least 2 
meg RAM. One should defi- 
nitely choose SVGA if one 
has it on his or her system. 

This excellent product 
does, however, lack a couple 
of features that should have 
been included. One is the 
ability to explicitly set the 
minimum points for a win- 
ning hand. In Mahjong, one can have a winning hand of no 
particular value (worth 0 points), also known as a “chicken 
hand.” For more demanding play, a hand worth at least 1 or 2 
points can be required. Unfortunately, the only way to get that 
in HKMJ Pro is through the opponents one chooses for a 
game. There is no way that one, personally, can say “We will 
play for a I (or 2) point hand.” 

The other omission is a way for players, especially novice 
players, to keep track of how much their hand is currently 
worth. There is no facility in the program forthis; players have 
to tote up the point value themselves, and it is all too easy for 

a beginner to make an error 
or two as to how much a 
hand is worth. An option to 
have a "point counter” ac- 
tive would be welcome. 

Outside of that, there is 
nothing to fault in Hong 
Kong Mahjong Pro. The 
program itself ran 
flawlessly, first time, every 
time. No bugs or oddities 
were evident over many 
sessions played (a rarity in 
these days of problem-rid- 
den releases). 

The computer opponents, 
to the best of my judgment, 
played up or down to their 
skill de.scriptions as given 
when they were chosen. 
One can therefore tailor a game to be as “easy” or “difficult” 
as one prefers, always keeping in mind that luck does play a 
part in Mahjong. Still, even a poor opening hand can be turned 
into a winner with the right play. 

If one has ever wanted to learn Mahjong, or one already is 
a Mahjong player with no local opponents, this game is well 
worth looking into. While nothing can beat sitting down with 
three live opponents, Hong Kong Mahjong Pro is the next best 
thing to it. cGw 
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All Systems Green 


LINKS 

386 

PRO 


from Access 


by T. Limn McDonald 



T. Liam McDonald is the co-author of 
Sun Tzu’s Ancient Art of GoW (Contem- 
porary Books, November) and the forth- 
coming Myths to Golf By. 

Announcer (sotto voce): It's a lovely 
day out here on the back nine at Harbour 
Town. The wind is blowing out of the east 
at five miles an hour as the crowd’s 
favorite, A ride, steps up to the tee. He takes a moment to check 
the overhead view of the fairway and meditates briefly upon 
his approach strategy to this long and arduous fifth hole. His 
caddie suggests a number two driver, but Arnie decides to 
play it short and easy with a one wood in order to get by the 
tricky water hazard left of the dogleg. It’s a daring move, but 
will it pay off'I After his ritual two practice swings, he ad- 
dresses the ball, sets his feet and .wings. The shot draws into 
the wind, cruising a respectable 232 yards before rolling to a 
wonderful lie 90 yards short of the 
green. Let’s look at that shot again 
from the reverse. 

The hushed voice of the announcer 
is one of the few staples of profes- 
sional golf which is not included in 
Links 3B6 Pro. Other than that, al- 
most everything a desktop duffer 
could possibly want is included in 
this lavish, multifaceted game. The 
fans of Links spoke and Access lis- 
tened. Links 386 Pro is the result. 

Right from the opening screens, it’s 
easy to see what all the hoopla is 


about: textured, Super-VGA graphics 
create a stunning backdrop for game 
play. Like a constantly refreshed, con- 
stantly shifting snapshot of a course, 
the graphics recreate the finest level 
of detail yet seen in any simulation. 
Shading, shadows, clouds, ripples on 
the water: everything’s here. The lim- 
its of the medium have been stretched as far as they go, and 
it is only these limits that prevent even more detail, such as 
the trees and water being gently blown by the breeze. In time 
(maybe for Links CD-ROM?), we shall surely .see this as well. 
(Maybe they can even fix that bug where a golf player stands 
on water when shooting near a water hazard). 

Ambient sound and random sound effects — croaking frogs, 
crickets, whispered comments by the golfers — round out the 
creation of a day at the links. Contrary to what the manual — 
otherwise a monument of clarity and 
accuracy — says, there are some fe- 
male voices available. Be warned, 
however: most shots by female golf- 
ers prompt male comments. Access’s 
debatable logic is that the female golf- 
ers are accompanied by men. 

Fairway (Game Play) 

Okay, so it’s a pretty game that’s 
nice to look at and features effective 
use of sound. Yes, it is impressive for 
the level of detail, but how does it 
play? No matter how attractive a game 


TITLE: 

Links 386 Pro 

SYSTEM: 

IBMw/386SX/16Mh2 

2 MB RAM, 1 2 MB on Hard Drive, 
mouse, SVGA 

PRICE: 

$69.95 

PROTECTION: 

None 

DESIGNER/PUBLISHER: Access Software 


Salt Lake City, Utah 
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is, the final word is in features and playability. 

Rest assured that the final word in golf — for now, 
at least — is Links 386 Pro, and it is quite likely that 
the only thing to ever beat this game will be yet 
another version of Links. The golfing engine is a 
dream come true, with an unprecedented level of 
control over swing, positioning, club facing, and 
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such nuances as 
drawing, fading, 
and even the posi- 
tion of the golfer's 
feet. 

A click of a button 
zooms the pin posi- 
tion directly to the 
golfer, and aiming is 
a snap with the aim- 
ing pole. Depending 
on the strength and 
direction of the 
wind, the golfer can 
draw (a "controlled" 
hook left) or fade (a 
controlled slice right), hit straight and control direction by 
use of the "club facing" feature in the Setup box or, alterna- 
tively, be daring and use the power bar to determine in-flight 
ball direction. Two user-defined swing definitions can be 
added to the control bar for easy access, complimenting the 
draw, straight, fade, chip and putt options already available. 

Another major overhaul of the Links engine is the addition 
of multiple user-defined windows. The screen can be con- 
figured as a single window showing the main screen, divided 
in half horizontally or vertically or, even split into fours. One 
can display the teeing box and the approach to the green, club 
distance chart, score card, top view, or terrain profile in any 
position the player desires. One can hit the ball from the tee 
and watch it soar toward the green, while keeping the over- 
head view handy in order to plan the approach or the club 
distance chart to be able to choose just the right club for the 
job. It is possible to put up four windows or just one. It’s 
player’s choice in this game. 

It should be noted that the overhead view, score card and 
profile are all available from buttons on the control bar. 
Access has also added the nice touch of giving the average 
distances of each club when displaying the "club selection" 
panel. A tiny close-up showing the lie of the ball is also 


included in the control bar with a description of the surround- 
ing terrain (sand, rough, etc.). 

Further major up- 
grades exist in the 
form of replays and re- 
corded players. Shots 
can be replayed from 
straight ahead or a re- 
verse angle, and par- 
ticularly good shots 
can be saved with a 
save shot option. Of 
course, if one is not 
satisfied with saving a 
single shot. Links 3S6 
Pro lets the player re- 
cord an entire round 

and save it to disk. 

One can even copy it to floppy and send it to a friend, since 
pregame options allow "live" players to play against recorded 
ones or for one to just sit back and watch multiple recorded 
players compete against each other. While this may lack the 
immediacy of modem play, which is not supported, it sure 
won’t eat up more than half an hour of 
phone time and allows multiple play- 
ers to compete in tournaments at any 
time. More than a dozen pre-recorded 
games are included in the package, 
courtesy of the design team. One prob- 
lem with this option, however, is that 
someone using the amateur tees can 
compete against someone using the 
professional tees, creating a rather lop- 
sided game. Then again, that’s what 
handicaps are for. 


Hazards (Problems) 

Not everyone is in love with Links 3H6 Pro. First, anyone 
with less than a 386SX with 2 MB of RAM and, at least, 1 3 
megabytes free on the hard drive shouldn’t even think about 
purchasing this game. Naturally, more RAM and faster com- 
puters speed up redraw time. Yet, I saw no appreciable 
difference between playing with 4 MB of RAM and 8 MB on 
my 386/40. Redraw time in full-screen, full-detail mode was 
still about ten seconds. Fortunately for those with slower 386s, 
various options can be turned off to speed play, but few people 
purchase a Links game in order to turn off detail. 


November 1992 


Page 73 





Review 


Second, there has been a lot of grumbling on CompuServe 
about the ridiculously low scores of which most players are 
capable in Links 386 Pro. 1 8 hole totals under 60 are very 
common. Access has responded with a "you must have prac- 



ticed to get such a low score" attitude, much to the displeasure 
of the low-scoring course hounds. It is possible that this 
unprecedented level of control over so many aspects of the 


game have made high scores easier to achieve, or it may be 
that Access has not programmed a marked enough difference 
between the beginner, amateur, and pro levels. 

New courses are being planned (including some hush-hush 
deals being made for English and Scottish courses), and old 
courses are being slowly upgraded to SVGA. For those who 
already own the VGA versions, they can be converted for use 
with the Links 386 Pro. though of course they won’t look as 
good as the SVGA courses. The game comes with the Har- 
bour Town course. Barton Creek is available at $24.95, and 
Mauna Kea, Hawaii and Banff Springs, Canada are in the 
works. Unlike the Jack Nicklaus series. Links has no course 
designer nor does it intend to develop one. Instead, they plan 
to concentrate their efforts on releasing a new course every 
two months. They are also considering a CD-ROM version, 
possibly for 1993. 

Green (Conclusion) 

With the deluge of golfing games out there now. it’s diffi- 
cult to decide just which is best. If one has the hardware and 
if designing custom courses is not important. Links 386 Pro 
is truly the computer golfing experience. Indeed, the only 
really important aspect of the golfing experience that’s miss- 
ing from the game is the 19th hole. Maybe as an add-on disk? 

CGW 
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"A National Will" is a 
computer moderated 
play-by-mail game 
where each player 
runs an economy of 
a country. Players 
make decisions on 
production, labor allo- 
cation, revenue, trade, 
ect. The strength of 
a country's military 
depends on the vitality 
of its economy. 

To order the rule book and take your first 
turn, please send $6.50 or $3.00 for the 
book only with your name and address to 

Simcoarum Systems 

P.O. Box 520861 • Salt Lake City, Utah 841 52 

Turn fees are $3.50 
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If you thought "Harpoon" was a masterpiece, 
take a look at our latest work in oils. 



PATRIOT " is more than the most authentic re-creation of 
Desert Storm ever made. PATRIOT ’ is the definitive land 
warfare simulation for the IBM PC. 

With its initial Battleseti" you’ll engage in the “mother 
of all battles” as Coalition forces meet battalion-to-bat- 
talion with the defiant troops of Saddam Hussein. 

Command over 2000 units from either the Coali- 
tion or Iraqi side — the most lethal high-tech arsenal 
of firepower ever to scorch the face of the Earth. 
Stunning 256 color Super VGA graphics capture the 
fury of modern ground warfare as never before. A 
state-of-the-art database, interface and mapping 

Harpoon and Patriot are registered trademarks of Three-Sixty, Inc 
All other product and corporate names are trademarks and registered 


pamioT 



system provide authenticity that other wargames can 
only dream of. 

And future Battlesets make PATRIOT expandable: 
always combat-ready for future global conflicts. Like 
World War III in Europe or land wars in Asia and 
South America. 

A revolutionary simulation as current as the morn- 
ing headlines. That’s PATRIOT. Butwhat^ 
else would you expect from the 
creators of HARPOON "? 

To order, visityour favorite soft- | 
ware retailer or call 409-776-2I87. 

trademarks of their respective owners, 
c 1992 Three-Sixty, Inc. All rights reserved. 
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No Longer 
a sound of 
silence 

K en Allen has been composing 
for over twenty years. His 
game related contributions 
are included in titles released from Si- 
erra On-Line, Dynamix, Accolade, 
Ballistic and Tsunami Media. Ken is 
a non-smoker (unless he’s on fire), 
claims that it’s not red-meat but the 
bluish-green-meat-with-fuzzy-stujf- 
growing-on-it that ’s dangerous to eat, 
and makes fun of anyone who thinks 
that political commentator Mark 
Russell is a gifted musician. 

Yesterday 

Remember Pong? A coin-op Pong game 
could be found in the lobby of a nearby 
airport, and I would find any excuse to trip 
out there in order to challenge the upright- 
coffm-sized-box-with-a-TV-screen-and-a 
-little-knob to a game that would inevitably 
result in "GAME OVER." 1 plugged many 
a quarter into its happy little slot in order to 
play surreal table-top tennis whose primi- 
tive graphics were accompanied by the 
bleeps and bloops of equally primitive 
sound effects. 

The world of video-gaming has evolved 



quantum leaps since Pong and this progress 
has taken graphics and sound right along 
with it. When the Commodore 64 hit the 
market nearly a decade ago, it was practi- 
cally assured of becoming the dominant 
game computer of choice, but not because 
it was easy to program (ask any program- 
mer) or because it had superior graphics 


(about equal to Atari 800, T]-99/4a and 
Coleco Adam). Yes, it did have more mem- 
ory, but the C-64 also had a built in synthe- 
sizer circuit, called SID. SID was similar in 
some ways to the Adlib sound card found 
in many gamer’s PCs. Game creators could 
now use more authentic instruments and 
better sound effects in their game sound- 
tracks for the C-64 than ever before. 

This Morning 

The interim that has transpired since then 
has provided computer game players with 
a wide palette of sound support. Today, 
however, computer game companies are at 
the jumping-off-place to the next plateau in 
interactive entertainment. CD-ROM is 
quickly gaining acceptance on the coat- 
tails of its adoptive parent — Windows 
Multimedia. This "new plateau" of interac- 
tive entertainment is on a level of such 
sophistication, that professional video and 
audio studios are being utilized to meet the 
lofty expectations of game designers, their 
bosses and the consumers they serve. 

Gone are the days of programmers-who- 
can-do-art-or-music-so-let’s-make-a-ga 
me (thank the Divine One). Don’t get me 
wrong — some of my best friends are pro- 
grammers (really!). Computer game com- 
panies that have a well informed vision of 
our industry’s future recognize that, in or- 
der to stay competitive, they must employ 
professional artists, animators, story edi- 
tors, screenwriters, video and sound tech- 
nicians, and composers. I’m one of these 
composers involved in supplying music 
and sound effects for some of your favorite 
games. I have the dubious honor of making 
funny noises for a living, but I think most 
will agree that, as a computer game com- 
poser, I also have the most enjoyable pro- 
fession in the industry. 

So, What Is Involved In 
Putting Music Into 
Games? 

Glad you asked. 

Writing music for computer games is 
similar to writing for theater, television or 


film. But, theatrical forms of entertainment 
require the musical tasks to be predefined 
in a linear fashion. Soundtrack require- 
ments for computer games, on the other 
hand, must conform to the interactive deci- 
sion-branching nature of a computer game 
and this can foster poor musical continuity 
unless the composer pays very close atten- 
tion to the game design. It really helps if the 
composer is, not only computer literate, but 
computer-game literate as well. 

Each computer game genre requires mu- 
sic to be implemented in a unique way; 
arcade action requires music to repeat with- 
out getting monotonous, and music for a 
cinematic scene in an adventure game has 
to be specific enough to complement the 
scene (for example: building tension) while 
being generic enough not to frustrate the 
gamer in the event he/she doesn’t solve 
certain puzzles in a specific order or within 
a certain time frame. Because of the nature 
of computer games, a composer must exer- 
cise creative restraint, more so than com- 
posing for other forms. Listen to 
Beethoven’s 5th Symphony in C Minor, 
first movement. As the musical themes de- 
velop and interact, it feels like a roller 
coaster ride, but (and this is important) the 
music is on track to a musically predictable 
ending at a musically predictable time. 
Movies unfold before an audience in the 
same way; timing is everything. A com- 
poser for computer games, however, does 
not always have that luxury. 

Game Designers Must 
Have Clear Vision 

I remember writing the music for the 
climactic battle sequence in Sierra’s Kings 
Quest V. The scene depicted King Graham 
in a battle of magical might against the evil 
wizard. The art director choreographed the 
entire scene and described the elements of 
the battle in very cinematic terms. He 
wanted the heart to palpitate as the game 
player raced to solve the puzzle for the 
scene. I created little musical building 
blocks for each scene element and, like a 
jigsaw puzzle, everything came together 
(art, animation, story, choreography, sound 
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so much out of it 


We could tell you 
the superb graphics 
into picon 3 0™. And the- : 
incredibly real F-l6 feel. 

And the sensational scopt 
that delivers everything s 

from Instant Action arcade j ' i 
excitement to plotting your ■ ' ’ 
own Red Fl^ training mlssioiB 
to engaging in a different v?; ■ 

campaign every time you play^N-v - 
But we couldn’t say it half as 
well as the critics have said 
it. Look at the high marks 
they’ve given Falcon 3.0. 

“The visuals during flight are 
awesome." jimdouglas,ace 


“Be excited. Falcon 3-0 
makes other efforts in this 
genre seem like test runs 
for the real thing." 

STRATEGY PLUS EDITORS 

“The most complete and 
accurate jet fighter 
simulation to be found 
this side of a security 
clearance. Period." 


RICHARD SHEFFIELD, 
COMPUTE 

“The most appealing 
aspect is the realism. 
This is as true to life as 
I’ve seen on a computer." 

COMPUTER GAME 
REVIEW EDITORS 


“The graphics are stunning 
the sound is incredible and 
the game play is a rush. ” 

DAVID ETHEL, VIDEO GAMES & 
COMPUTER ENTERTAINMENT 

“It's not SO much a game 
system as it is a way of life." 

EVAN BROOKS, 

COMPUTER GAMING WORLD 

“Realistic, contoured terrain. 
Your view from the cockpit is 
the best in the flight simulator 
world. And Falcon's user 
interface is slick and easy 

to use. ” PC GAMES EDITORS 


Available for IBM/compatibles 


“If you aren ’t in the armed 
services-and maybe even 
if you are -this is as close 
as you can come to flying 
the Falcon.” 

PETER OLAFSON, COMPUTE 


For Visa/MasterCard orders call 
24 hours a day, 7 days a week: 
1-800-695-GAME (Orders Only). 

For technical questions and availability call: 

1-510-522-1164 (M-F: 9am-5pm PST) 


Now Falcon 3-0 
takes you places you’ve 
never flown before. 

Operation: Fighting Tiger™ 
takes you on action-packed 
missions in three new Asian 
campaigns. Fly your F-l6 to Korea, 
to the Pakistan/India border, 
to Japan and the disputed &irile 
Islands, where you can also fly the 
advanced FSX, Japan’s newly modified F-l6. 
Operation: Fighting Tiger requires Falcon 3.0 


pectnmi Hok^yte, 

Spectrum HoloByte, Inc, 2490 Mariner Square Loop, Alameda, CA 94501 

Operation' Fighting Tiger and Falcon 3.0 are trademarks and Spectrum HoloByte is a regisiered trademark of Spectrum HoloByte, Inc. 
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and music) to form the exciting battle fi- 
nale. 

Each game designer has their own way of 
describing the music requirements for their 
game. If the designer communicates well, 
their vision for the game becomes conta- 
gious. On the other hand. I’ve also worked 
on projects where I’ve composed the score 
based on a list of songs I received over the 
phone or fax machine without being privy 
to the game’s story elements — and later, 
after having had a chance to see the game 
in its shipping-version, 1 thought "Wow, 
had I known more I’d have done things a 
little differently!" It is most common that I 
work from a design document that has sto- 
ryboard sketches, room and puzzle descrip- 
tions, and character sketches (and 
sometimes even a video tape of completed 
animation), but 1 always try to meet with 
the designer to can catch his or her vision 
of the game. What’s important is that every 
detail of the game, as well as the overall 
ambience of the game, be communicated to 
the composer. 

Avoid The Rut - Know 
Your Forms 

As a composer, I cannot afford to get 
caught in a rut. I remember hearing a "rut" 
described as a grave with the ends kicked 
out. Currently I’m working on five com- 
puter games, one of which is Starjlight III 
(Tsunami Media and Electronic Arts). In 
Starjlight III you can visit various space 
stations and, on each station you can visit 
the bar. The game design calls for a differ- 
ent lounge act for each respective star- 
base’s lounge. The game animators created 
three very different musical acts — a band 
of spider-like aliens playing music on giant 
web-like instruments, another band of cow- 
boy tribbles playing more conventional in- 
struments, and, finally, a solo keyboardist 
act with a four-armed performer who looks 
like a 70’s throwback. The spider band 
plays a light-hearted sinister piece played 
on plucked instruments. The tribbles band 
(called the Lune Rangers) plays a bluegrass 
banjo tune, and the four-armed 70’s guy 
will play a disco-baroque-hip-techno-funk- 
fusion-rock tune. Great fun! But the lesson 
here, boys and girls, is that a composer must 
be a student of all musical forms or may 
starve wishing he had been. (Composers 
must obey another rule; if you want to write 
good music, you must write music every 
day.) 

MIDI, And Other Forms 
Of Wildlife 

Modern composing is often done using a 
MIDI sequencer, which is a software pro- 
gram that is to music what a word processor 
is to document preparation. I would esti- 
mate that 80% to 90% of popular music 
recording is done with MIDI instruments 
connected to a computer running MIDI se- 
quencing software. Occasionally, I’ll resort 
to using music paper, but, if 1 don’t need it, 
I won’t use it. The industry standard MIDI 
sequencer for PC compatihles (the one that 


whatever supported sound card is installed 
in the PC. 

The current batch of sound cards avail- 
able to the PC game player and the present 
state of PC hardware does place certain 
limits on what a computer game composer 
can do for a game. More often than not, 
hardware is my chief opponent. Then, when 
the hardware limitations have been ad- 
dressed, having music play on the various 
sound platforms elevates the challenge fur- 
ther. The current convention requires that I 
compose for four music platforms on the 
PC: I) single-voice speaker, 2) Tandy-IBM 
PS/I 3-voice, 3) Adlib/Sound Blaster 2-op- 
erator FM, 4) 4-operator FM (Sound Blas- 
ter Pro/Pro Audio Spectrum), Roland 
MT-32, and General MIDI. The MT-32, 4 
operator FM and General MIDI share the 
same music performance data, but each do 
have their respective set of eccentricities 
which require consideration. 

Programming customized sounds for 
these musical devices requires an addi- 
tional set of skills; synthesis programming. 
The Roland MT-32, for example, has 127 
instmments in its ROM sound bank and a 
complete percussion section. Even with all 

(Continued on Page 86) 

Define Your Terms! 

MIDI 

Musical Instrument Digital Interface. It is a communication standard for the electronic 
music realm, like RS-232 is for telecommunications. MIDI allows you to play the keys of 
a Yamaha Clavinova to hear the interna! sounds of a Roland MT-32, record and edit the 
performance on software from Passport Designs via a MIDI interface card manufactured 
by Sound Quest. Boy, talk about cooperation! 

A MIDI sequencing program requires that a MIDI interface be installed in the computer 
and that it be connected to a MIDI keyboard (or other MIDI controller). In the same way 
that a word processor keeps track of keystrokes to store the document contents and format 
information, a MIDI sequencer keeps track of the keypresses (or performance information) 
from MIDI keyboard. 

No audio recording takes place, just the note-on/note-off information exchange, along with 
some other commands, like volume settings, stereo position, damper peddle, bender wheel, 
etc. When the MIDI sequencing program is instructed to replay the performance, the 
performance is played back identically (for all practical purposes) to what was recorded. 
One of the biggest benefits to using a sequencer is the ability to edit in fine detail what 
was played. 

MIDI is also being used to control reverb effects modules, automated mixing consoles 
and even stage lighting. 

General MIDI 

General MIDI is the new arrival in the computer game playing arena that deserves some 
serious consideration. General MIDI is just an additional set of pre-agreed minimum 
standards that sound devices adhere to. For example, in the General MIDI sound bank, 
instrument #1 will always be Acoustic Grand Piano and instrument #1 15 will always be 
Steel Drums. General MIDI is the music portion of the MPC standard, that describes the 
hardware minimum requirements for the current MS-Windows multimedia industry 
standard. That way if you buy the Binford 2000 Hyper-Mega-Ultra-Orchestra Multimedia 
Philharmonic sound card from the Big Sound Wave company for $1999.99, and your 
neighbor buys the Humble Little FordPintoOfSoundCards sound card from Bargain-noiz 
R Us company for only $79, and both are MPC certified, then both of you are assured of 
hearing the soundtrack as composed for General MIDI. 

Supporting the General MIDI family is practically transparent to the composer and the 
end user; it is the sound manufacturer who does all the hard work. What also makes General 
MIDI/MPC a nice entry is that the standard also requires at least one digital audio circuit, 
for sound effects or speech, be available. 


I use) is called Sequencer Gold (Voyetra 
Technologies). Most PC sound cards on 



the market today are shipped with a pared- 
down version of the Voyetra sequencing 
program called Sequencer Jr. at no extra 
charge, putting song production in the 
hands of thousands of computer users. 

When the song is saved to disk from a 
MIDI sequencer program, only the per- 
formance information, not the audio sound, 
is stored. It is the sequencer song files that 
are shipped with a computer game; the song 
file will be played by the game engine on 
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YOUR ADDICTION JUST BECAME 3 TIMES WORSE. 


Introducing Tetris'^ Classic. 

Great new VGA graphics. 

Great new features. 

Great music and sound. 

It’s everything Tetris is-and 
more! A slew of new challenging 
options, including head-to-head 
play, competitive or cooperative 
modes and a frenzied dual-pit play 
field. VGA graphics give the game 
a hot new look. 

And the music 
and sound effects 
are worthy of a 
5-star Hollywood 
production. It 
isn’t easy to 
improve a classic. 

But we just did. 

Tetris Classic available for IBM DOS and Windows. 


Super Tetris™ 

The super sequel to best-selling 
Tetris. Super challenging. Super 
addictive. Because it comes with a 
blockbusting twist-bomb pieces 
that help you blast your way down 
to the bottom of the pit and discover 
treasures. Super Tetris. Just when 
you thought you’d broken the habit. 

Available for IBM DOS, Windows and Mac/Macll. 


Wordtris." 

If you thought Tetris was fun, look 
what we did to Wordtris. This time 
the falling pieces are letter blocks. 
Instead of forming lines, you form 
words. The challenge builds as the 
levels go higher and the blocks fall 
faster and faster. It’s Tetris made letter 
perfect. You have our word on it. 

Available for IBM and Mac/Macll. 



Spectrum HoloByte. 

THE TETRIS® PEOPLE 

A Division of Sphere, Inc. 2490 Mariner Square Loop, Alameda, CA 94501 

For Visa/MasterCard orders call 24 hours a day, 7 days a week: 
1-800-695-GAME (Orders Only) 

For technical questions call: 1-510-522-1164 (M-F: 9am-5pm PST) 

Super Tetris, Tetris Classic artd Wordtris are trademarks and Tetris is a registered trademark of V/0 
Electronorgtechnica. Spectrum HoloByte is a registered trademark of Sphere, Inc. 
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AFFORDABLE VR BY 1 994 

by Craig E. Engler 


W hen W Industries intro- 
duced its Virtuality system 
to the public, it took cyber- 
space out of the NASA labs and put it 
into the arcades. For the first time any- 
one with a few dollars could go out and 
try Virtual Reality and, at least in the 
beginning, a lot of people did. While 
the novelty of that particular system 
seems to have worn off, it’s shown that 
VR represents an entirely new gaming 
medium rather than just a new game. 

Like the console or computer indus- 
try before it, VR promises big payoffs 
to the companies who can come out 
with a successful home system. Al- 
ready there are, at least, half a dozen 
companies with plans in the works and, 
in many cases, they’re willing to by- 
pass the arcade market altogether. The 
feeling in VR circles is that a home 
system will have to cost less than $500, 
come with at least one game and have 
an immersive hardware system with 
graphics equal to that of current video 
game consoles. While Virtuality ac- 
complishes most of those technical 
feats with a price tag of $60,000, com- 
parable units at one hundredth the cost 
are only a year or two away. 

The idea behind VR is to create a 
three-dimensional environment that a 
player can interact in. While the envi- 
ronment itself is generated by comput- 
ers, it’s accessed by a pair of 
stereoscopic goggles and a data glove 
or joystick. The goggles allow wearers 
to look into the 3-D environment as if 
they were actually there, and the data 
glove gives them a virtual tool so they 
can interact with it. It’s literally a first 
person perspective that puts gamers in- 
side their games. 

While it may sound complex, the first 
piece of VR hardware actually hit the 
consumer market several years ago. 
That was the Mattel Power Glove for 
the Nintendo Entertainment System. 
The Power Glove is really a simple and 
cheap version of a standard VR data 
glove. By wearing it a gamer could 
control a virtual reproduction of his or 
her hand that appeared inside a gaming 
environment. In Super Glove Ball, 
players used their virtual hand to play 
a video version of handball, but with 
the right software they could have used 


it for just about anything, from attack- 
ing virtual monsters with a sword to 
turning the pages of a virtual instruc- 
tion manual. 

Chris Gentile at Abrams/Gentile 
Entertainment helped design the 
Power Glove, and he said his company 
is working on a home VR unit, though 
he wouldn’t release any details. Gentile 
said the only thing preventing the intro- 
duction of VR systems into the con- 
sumer market is a cheap pair of goggles 
with good resolution. 


While many in the industry are shoot- 
ing for something with VGA capabili- 
ties, Gentile said displays of fantastic 
quality are currently being developed. 
"The amazing part is the new display 
technology that will be able to handle 
TV resolution and greater." If Gentile 
is correct, VR goggles might become 
the backbone of a system rather than its 
weakest component. Since they’re also 
one of the most expensive pieces of 
equipment, Gentile said consumers 
wouldn’t have to spend money on 
costly upgrades, and that could be an 
important marketing consideration. 
"The computing power and chip form 
will probably not be able to match the 
display. 1 think that’s what you have to 
do." 

Another company which has been in 
on VR almost from the beginning is the 
Senses Corporation. Co-founder Eric 
Gullichsen thinks an affordable pair of 


goggles is just around the comer, 
though they might not be developed for 
VR at first. "I would expect that the first 
video glasses will come as a result of a 
portable, video multimedia player,” 
Gullichsen said. "The idea is, imagine 
a Sony Walkman or Sony Discman. 
Neat and simple. The parts are almost 
to the point that mass scale manufac- 
ture would make sense." The rest of the 
technology necessary for a home VR 
unit already exists, he added. "In terms 
of the rest of the components, cheap 
software, cheap graphics processors, 
that’s there al- 
ready." 

Visions of Real- 
ity, a company 
working with 
Senses to develop a 
game system, al- 
ready has a proto- 
type VR arcade unit 
which it expects to 
release in March of 
1993. President 
Dan Rice said that 
while his company 
has no immediate 
plans to bring out a 
home VR system, 
there is one in the 
works. Rice said 
several companies 
are working on home systems and 
something like an immersive NES 
might be available in the next year or 
two. "In a full virtual world, 3-D, inter- 
active, everything, I think in December 
or January of ’94 or ’95. It’ll do what a 
workstation will do right now. You’ll 
be inside the world, flying airplanes or 
playing interactive games where you 
can have four to five players in one 
game." He said the cost of those units 
would range between $500 and $ 1 ,000, 
though the price would drop rapidly. 

Another group that isn’t talking about 
what it’s developing is Sphere, Ine. 
That company includes Spectrum 
HoloByte which is already working 
with W Industries to produce software 
for the Virtuality units. A. J. Redmer, 
the executive director for research and 
development at Sphere, said they were 
working on something relating to VR 
and the home market, but non-disclo- 
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sure prevented him from saying more. 
"1 can’t publicly state the stuff we’re 
doing for home. There’s a few systems 
we’ll probably be supplying software 
for." He did add several companies to 
the growing list of those entering the 
VR field, including Walt Disney, Gen- 
eral Cinema and MCA. Redmer said a 
lot of people were working on a variety 
of VR applications, including home 
units. "There’s some really good stuff 
coming. Things are only going to get 
better and cheaper." Redmer also 
said that there are plans to up- 
grade the LCD goggles and new 
software is already in the works, 
but consumers might not see a 
change for some time. 

Silence and non-disclosure 
agreements seem to pervade the 
VR industry right now and, with 
sales projected in the billions of 
dollars, companies are being un- 
derstandably quiet. John Barlow 
writes about the VR field and 
he’s familiar with many of its 
key players. He said that while a 
lot of companies aren’t talking, 
they are working behind the 
scenes to produce an affordable 
home VR unit. "On the basis of 
the rumors that 1 hear and what I 
gathered by various methods of 
triangulation, 1 think you’re go- 
ing to see a pretty low resolution 
system available for general pub- 
lic use at an affordable price in 
the next year and a half I think 
they’re going to be like Power 
Glove class in terms of the reso- 
lution and in terms of the sense 
of reality that’s being conveyed. 

1 think it’s going to be real rug- 
ged. We’re talking under $500, 
but not mueh." 

Barlow handily summed up 
what people actually know about 
what’s being developed in the 
VR field. "Them that know 
aren’t saying, and them that 
don’t know, don’t know." So far, 
there’s only one yardstick to measure 
any VR game against, and that’s Virtu- 
ality. When W Industries brought out 
its units in, first in the United Kingdom, 
,then the United States, it caught the VR 
industry unaware. Although the cost of 


Virtuality appears healthy, it provides 
all the necessary hallmarks of a fully 
immersive system at what, to many, is 
a cheap price. The main complaint 
about that system has so far been its 
lack of resolution and software support. 

However, there’s been some indica- 
tion that graphics are not the biggest 
consideration in creating a VR system. 
While Virtuality has admittedly crude 
graphics, it does give a sense to players 


that they’re in another reality when 
they’re playing the game. "That’s a 
pretty dam successful thing without be- 
ing a big bit spitter," Barlow said. 
"Something like a 3D NES would do an 
adequate job for VR gamers, and right 
now a lot of companies would rather 
produce a low resolution system, if it 


would keep costs down. Even today’s 
arcade and eonsole systems lacking su- 
perb graphics do well in the market. If 
you take something like the video 
games that are out there, in terms of the 
actual number of polygons that are hit- 
ting the screen at any given moment, 
it’s not that many. You’re not talking 
about that many polygons per second. 
You’re not talking about a very fast 
frame rate. It’s more a matter of trying 
to optimize perception. 

LEEP, a company that manu- 
factures VR optics, said the num- 
ber of pixels in a system like 
Virtuality is not a limitation. 
LEEP has created an anamor- 
phic pair of goggles that pro- 
vides higher resolution with 
smaller pixels. Greg Rivera, who 
handles marketing for LEEP, 
said it’s been able to produce 
cheaper goggles with better reso- 
lution than other companies in 
the VR field without drastically 
increasing the pixel count. He 
said his company is working on 
a game system that’s almost 
ready to be introduced. "It’s only 
a system for the gaming market. 
We’re very close. Maybe even 
within the next six months. It’s 
just a new way of looking at VR 
gaming." As usual, Rivera could 
not release specifics about what 
LEEP was working on and he did 
not say whether it was for the 
home or arcade market. "We 
can’t talk specifically about 
games we’re doing now." 

Since VR seems like it will be 
a major step in the evolution of 
both gaming and entertainment, 
companies are trying to ap- 
proach the market cautiously, 
but quickly. Since it’s a new me- 
dium altogether, VR games are 
being designed that will try to 
take advantage of all the technol- 
ogy’s aspects even though 
they’re not fully understood yet. VR 
should not be a case where the first in 
the market wins the market. Rather, the 
ehance to provide a standardization for 
the industry would create an environ- 
ment where quality is more important 
in the long run than timing, cow 
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First there were board 



games. 


Now there are mult 
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A a whole new gaining dimension, the 

IL^m\Munf->Piayer Games Network^”. 

The MulthF’layer GamesT^etwQdc(MPG-Net™) links you to 
game players arountktie world right frorfTyour^jwn home. 
MPG-Net enables you to''p)lay with up to 1 00 players a 
same time with no delay. As^outravel through our games, 
you can talk to each other, form strategies, share secrets, s, 0 l 
puzzles, anything. Of course, you canafways go it 
alone. But, add players to a game and you 
multiply the fun. 

And wait until you see what these games are 
like. Not just text, but full-color, all-graphic games. MPG-Net 
offers you action you can't find on a floppy disk: multi-player 
games ranging from science fiction to fantasy, from empire 
building to all-out war. Pulse-pounding, intriguing, forever 
challenging. 

And all very accessible. All it takes is a modem, an IBM 
PC or Compatible, Apple Macintosh, or Commodore Amiga 
You don't have to be a computer expert to join the 
network. Simply call our 800 number and we'll give you 
all the help you need to start playing. 

Now, on with the games. 

From your living room to outer space in one 
second: Star Cruiser. 

The aliens are coming! The 
aliens are coming! They're 
invading our space, and it's 
up to you and your 
team of players 
to take 
them 



on ship-to-ship. Careful. Rogue 

pirates are lurking out there, and other players are ready and 
eager to test their prowess against you. 

Based on ^ GDW's classic space combat game. Star 
Cruiser is a constantly developing space combat 

campaign of split-second action, 
light years from your living room. 

The action is all three 
dimensional and the players 
add yet another dimension in fun. 




Experience fantasy role-playing :at 
its best in The KingdQiti of Drakk^r. 

Choose your charaadr A paladin p ert^os. - - 
mentalist._ CHs^hiefr-aiTKjnQlTian^ror^ Each has 
its own abilities ap(3 advantages. 

As the lands unfold, you must develop you' 
skills and ajafnties, gain wealth and power, an^ 

acquire m^gtCal 




JsDowfedge that will enable 
you to withstand the qiallenges 
ahead. 

Team up with playeVs from 
around the world to search 
.jjn^plored areas using yoKir 
enchantedwyeapons 
and my stical sp^;~~ 





You can sail to 

unchart«rislaflds._^ve the most curious puzzles, 

and destroy the7rMghtfest_t2easts; gain riches and glory, 
and become one of the Kingdbrrfs-greatest warriors. 
Sophisticated animation, painted with^- 
creates the magic behind this ultimate role-playing 
ame. 

Will wonders ever cease? Not for you and your 
fellcjwt^players. So don't stay away for too long or the 
world may not be as you left it. 

The whe^ and deals of Empire Builder. 

Now you c^n capture the entrepreneurial spirit of 
America and discover how ycju can build a railroad empire. 

The wheels are you and up to five other players, locked in a 
power struggle that spans the contiqent. 

Commodities across the country ar^booming but trade is 
impeded due to lack of 
transportation. You race one 
another to build a railroad 
empire, crossing rivers and plains, 
tunnelling through mountains. 

Using your cash in hand, you 
can cut your opponent off at 
the pass, control key cities and 
claim your empire. 

But, beware. Disasters like 

strikes, floods, and snow storms are right around the bend. 

It takes power, planning, and ambition to build a railroad 
empire and only the best will endure. 









Then there were 



computer games. 

^Ij^^^omputer 
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ception, and pieced- 
together estimates of 
the enemy strengths 
and intentions 
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importance. You and 
your opposing 

commanding general pibt strategy, probe enemy 
positions, and strive to seize 
tf/e initiative. 

The campaign is incredibly 
se. Its outcome, always in 


doubt, 
in this ga 


me. 


^agreat deal of : 
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Act oul in role-playingy 

Our meeting halls are open every 
day too — for on-line roleplaying sessions 
with the numan touch. Find worthy 
opponents by leaving a message expressing 
your inte'est. There are electronic bulletin boards for public 
message:;, and an elecTOnic mail system for private messages. 
Your player network, coast to coast and beyond. 

You can join forces with players nationwide orTrom other 
countries like Great Britain, Germany, and even/(ustralia. MPG- 
Net is accessible from over 600 cities in the Urfited States and 
over 80 cities internationally. Playing withrplayers from around 
he glob(?, MPG-Net challenges your skills unlike any other 
pmputer game/ There's a world ofpeople like you out i 
new pari ners, ^ammates, friends and opponents^JTp^rt of 
ouV network that's open 24>T1ours a day, eyety<f^ of the year. 
Wl^t p ried' adventp#e? 

lot less than ypu :hink. Fperfange from only $2.00 to 
OOyper l/our, d^endip§''6ri which plan you choose and the 
ours-you play. MPG-Net accepts Mastercard, 

0 /^^visa, American Express, and Check-Free. 


© 1992 MPG-Nci, Inc Multi-Player Games Network and MPG-Net are service marks of MPG-Net. Inc. All 
other brand and product names are trademarks or registered trademarks of their respective holders. 


There are no prime tifnej^ours or rates for 
MPG-Net. Access fees are the sartreoo matter 
i/hen you call for 300/1200/2400 bauST-T^it 
t^s is a modem. a nJBM-FC-or--CefFipatihfe:" 

/^p^ Macintosh, or Commodore Amiga. / 

;^^don't think you can beat our p^ees anywhere; we 
knowyobjil never find so much for spTittle. 
sWe're in Iwsiness for the ^dn of it. 

Well, moVfy. The point isxfiobody is mart dedicated to 
yourentertainn^t than the aeople at MPG-Net. We're 
constanttyworkin^o l^p our games fresh and alive. Also, 
new gameswe conMually being added to our product line. 
Look for Dark epmpir^. Cyberpunk 2020, /and well-known 
board gameyAweSike vvhat we've created pere, and we'll do 
everythipgwe can to^e that you do, toe 
5r more informatibq, yhg can write/to: 

DepartmehrB-C 
P.O. Box 367 
Pawling, NY 1 2564 

If you wish to gepstslftea right away, call 800 - 245 - 0317 , 
and we'll sendj^ecTyour account number, password, and start- 
up kit with-t^ free hours. Call the same number if you have 
Questions at all. It's very easy to enter this remarkable new 
"dimension, your Multi-Player Games Network. 


MPG-NET 

Your Multi-Player Games Network 

800 - 245-0317 
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T he story of Tetris Classic is ex- 
actly the opposite of Coca-Cola 
Classic. You remember the 
brilliant Coke marketing strategy. 
They changed the formula and the en- 
tire country turned up its nose at it. 
With much high fructose corn syrup on 
their face, the Coke people said, "all 
right, we will bring back the original 
Coca-Cola" and they called it Coca- 
Cola Classic. The New Coke all but 
faded away. 

Well Tetris, the first Russian com- 
puter game brought to the U.S. as part 
ofdetante by Spectrum HoloByte, has 
been a raging success from day one. 
And now with more than 400,000 cop- 
ies sold, four imaginative sequels, tens 
of thousands of pirated copies and a 
vast parade of me-too-ware. Tetris re- 
turns, ever the winner as a "Classic." 
It’s like an old friend with a beauty 
make-over. As much as you liked and 
were comfortable with the old version, 
you have to admit the new one really is 
better. And Tetris Classic is just that: 
much improved, and still a joy to play. 
And still a habit hard to break. 

Tetris has remained a continuous 
bestseller since its first release in 1988. 
A testament to this success is Spectrum 
HoloByte’s almost religious produc- 
tion of an annual spin-off game. First, 
in 1989, came Welltris, the fiendishly 
difficult 3-D version of Tetris. Follow- 
ing on its heels was Faces, which could 
have been called egg-on-our-Faces for 
all the expected sales that didn’t hap- 
pen. Up next was the 1 99 1 WordTris, a 
clever crossword-like version where 
single letters instead of block clusters 
had to be assembled into words. 
WordTris made a nice splash and sold 


TITLE: 

Telris Ocssic 

PLAYERS: 

1 - 2 (on Novell netwak^^ull conned) 

SYSTEM: 

IBM 

PROTEaiON; 

Documaitdion Look-up 

PRICE: 

$49.95 

DESIGNERS: 

RebeocaAng& Hedhe Mcce 

PUBLISHER: 

Spectrum HdoByte 

Alcmecfci CA 


handsomely. Then, later in 1991, came 
SuperTetris which combined the best 
of Tetris and added a dazzling array of 
bells and whistles, music, VGA graph- 
ics and, in addition to the block clusters 
falling from the sky, a treasure trove of 
surprises arising from a bottom pit. 

What all these sequels did, especially 
SuperTetris, was to reveal just how 
simple, and in computer terms, how 
primitive a game Tetris is. Designed for 
computers that ran at a fraction of the 
speed of today’s sleek PCs and Macs, 
and with only clunky graphic capabili- 
ties, Tetris seemed like Fred Flintstone, 
fun to have around but still prehistoric. 

Clearly the time was right for an up- 
dated, spruced up version of Tetris. 
And so it was done. The first version 
has been removed from the shelves, 
although for diehards with equipment 
that does not support EGA or better 
graphics, there are still plenty of copies 
in retail inventory. For the rest of us, the 
new Tetris Classic is like the compact 
disc version of a favorite record — in 
with the digital, out with the scratchy 
analog. 

Still richly redolent of its Russian 
heritage. Tetris Classic is now high- 
powered with 256-color VGA graphic 
tableaus, Russian folk melodies at the 
start of each round, and expanded play 
action to allow for pairs of gamers to 



play competitively, cooperatively, or 
head-to-head via a null modem connec- 
tion or network setup. 

One of the major complaints about 
the original game was that the actual 
playing field was a eramped inset 
screen in the middle of an entire screen 
occupied by busy background graph- 
ics. The playing field is now expanded 
and in the "comrade" two-player mode 
it is further enlarged from ten blocks 
wide to 16. 

It may have been a while since some 
gamers have played Tetris (although 
that’s hard to imagine) so here’s a recap 
of how Tetris works: blocks fall from 
the top into the playing pit 20 squares 
deep and ten wide. The objeet is to 
arrange the block in a single completed 
horizontal line. When completed, the 
line disappears and points are earned. 
The problem with making the lines is 
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that the blocks come in four different 
geometric formations (L-shaped, 
straight line, cubed, S-shaped.) and ar- 
ranging them to fall neatly into place 
takes practice and a gift for spatial 
logic. 

Tetris Classic has improved on the 
actual game mechanics so that mastery 
is more easily attained, while making 
scoring more difficult. You can use a 
joystick, mouse or the keyboard cursor 
keys to maneuver the falling shapes. 
Keyboard keys seem to offer the preci- 
sion necessary for accurate block 


movement. The spacebar releases the 
falling cluster quickly. Previously, 
once a gamer launched a quick drop. 


that was it — all control was lost. Now 
the drop can be manipulated; once you 
release the spacebar the shapes return 
to their normal velocity and can 
then be manipulated further. 

Much of Tetris Classic can be 
user customized. The delightful 
background graphics become 
transparent in the playing pit area 
but they can be removed for 
those that like a totally black 
playing field. A timer has been 
mercifully added for those Tetris 
addicts who need to have their 
playing time restricted. 

In the competitive levels 
of the game, a "Send 
Rocks" option will send 
extra random pieces to the bot- 
tom of the opponents field each 
time you complete two lines. 
And we thought the Cold War 
was over. The competitive 
rounds in Tetris Classic are a 
nasty bit of business. 

The logistics of play are 
cleaner with the addition of a 
drop down menu bar, accessible 
with a touch of the Escape key. 
The copy protection scheme is now 
user friendly: the player is sent to the 
documentation only on the first play 


after installing the game. After that, 
password protection is removed. Tetris 
Classic supports all major sound 


boards, although it will only work with 
Sound Blaster cards that are at their 
default hardware settings. The Ad Lib 
board setting can be substituted. 

The enhancements to Tetris are all 
basically cosmetic. The game remains 
the same: it is addictive because it is 
intuitively simple. Even though the im- 
provements mean gamers now have 26 
pages of documentation to read, it is 
still simple. Deceptively simple. And 
bound to be around as long as computer 
games are played, cow 
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ARE YOU TIRED OF PLAYING 
AGAINST YOUR COMPUTER? 


Broaden your horizons, challenge your mind and interact with other players across the nation. 
Star Quest is a computer moderated play-by-mail game, allowing you to compete with up to 
100 other players. Imagine. ..an area of 1,000,000 cubic lightyears around our own Sun 
consisting of 800 stars and close to 10,000 planets, moons, and other objects. Players become 
explorers, diplomats, merchants, warlords and emperors competing for victory points in five 
different areas. Game turns are run every three weeks and cost from $4.00 to $12.00 depending 
on the number of orders. Our "Game Startup" package includes rules, map and first five turns 
for only $18.00. Rules are only $3.00. 


For more information on this game or to receive information on other games 
.offered contact: * * . • 
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Game Design 


Continued from page 78 
these instruments, sometimes 1 need one 
that is not in the internal bank. Another of 
the games I’m currently working on is 
called Ringworld (Tsunami Media). The 
game is based on a popular award-winning 
series of science fiction paperbacks by the 
same name authored by Larry Niven. Ring- 
world, as described in the novels, is a con- 
structed world that resembles the shape of 
a Christmas ribbon connected at both ends 
to form a circle, whose actual size has a 
radius measuring 95 million miles and con- 
tains the area equivalent to a million earth- 
sized planets. That’s one big piece of real 
estate! 

The fact that the Ringworld is a con- 
structed (synthetic) "planet" is important in 
the way I envisioned the soundtrack. I 
needed instruments that were synthetic 
sounding; I wanted a Wendy Carlos or Iso 
Tomita sound and the MT-32 has very few 
of these instruments. So, in addition to 
composing , I created customized instru- 
ments, instruments that have never been 
heard on the MT-32 before, using synth 
editing-software (MIDI Quest - Sound 
Quest Inc). This software allows me to 
create customized instruments and sound 
effects (like explosions, turbo powered tri- 
cycles, and hydraulically cushioned bungie 
cords, as well). Of course, 2-operator and 
4-operator FM sound cards will have their 
respective set of customized sounds (using 
similar editing software) for the game 
soundtrack, too! My intent is to provide a 


fresh sounding score on existing equip- 
ment. 

Virtual Reality For 
The Ears 

The digitized sound effects and speech 
that you may hear from a Sound Blaster 
card are created using a digital recording of 
a software/hardware setup. To record the 
sound, I use a regular sampling keyboard. 
After the sound has been sampled, the digi- 
tal information that makes up the sound is 
transferred to my PC via MIDI and sample 
editing software (Sample Vision - Turtle 
Beach Systems). From Sample Vision, I 
fine tune the sample and save it to disk; the 
end result: real recorded sounds in a com- 
puter game! For extensive amounts of dig- 
itized sound; for example: narration for 
CD-ROM, I use direct-to-hard-disk digital 
recording techniques. Sound Stage (also 
from Turtle Beach Systems) is a soft- 
ware/hardware package with stereo digital 
sound editing software, a PC card and an 
interface box that connects to the "digital 
out" of a DAT recorder. The DAT recorder 
is also connected to a mixing board with a 
microphone. With this setup, I can record 
CD-quality sound (for speech, music and 
sound-effects). 1 haven’t even mentioned 
some of the fancy stuff, yet, like 3-D sound. 

Tomorrow Afternoon 

That brings us full circle to something 1 
mentioned earlier; CD-ROM. The major 


complaint of game manufacturers is stor- 
age media restrictions. Look at how many 
disks will be shipped with this year’s re- 
leases. Blue Force, from Tsunami Media 
is projected to ship on 12 high density 
( 1 .44M) floppies; other games on even 
more because of digitized speech support. 
The material cost for a CD-ROM is be- 
tween $1 and $2.50 per CD, whereas the 
cost for twelve L44M disks is between 
$2.50 and $5 (your mileage may vary). 
Storage space on the CD-ROM is a phe- 
nomenal 660 Megabytes! That’s enough 
room to support super VGA graphics, fully 
digitized speech, sound effects and a com- 
plete stereo soundtrack using one of the 
MPC certified sound cards. The potential 
for a complete interactive multimedia ex- 
perience is at hand, and those of us who 
compose for this "multi" media are salivat- 
ing at the prospects (and capabilities) of the 
CD-ROM/MPC marriage. When you play 
one of these games you will hear real or- 
chestration and actual sound effects; a to- 
tally authentic soundtrack. And soon, the 
phrase "interactive cinema" will truly de- 
scribe the gaming experience. 

If you would like a cassette tape of music 
by the author, send a check (or money 
order) drawn on US funds for $7 per tape 
to cover the costs of shipping, materials 
and donuts for the UPS guy: made payable 
to Ken Allen, PO Box 1318, Oarkhurst, 
CA 93644. Orders will be sent the same day 
payment is received. Ken will also entertain 
all offers to compose for film or television 

CGW 
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Compatible With All 
Flight Simulator Packages 
as a Two Button Joystick. 


Look Left 
Fire Missles 

Fire Guns - 

Select Missies 

Radar on/off 


Look Up 

Look Center 
Look Right 

Look Back 
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WINDOWS ™ version 


J-t's more mercenary than your 
lawyer, shrewder than your accoun- 
tant, greedier thon the IRS ond 
tougher than your granny. Get 
ready for the most chollenging 
gome of Monopoly® you've ever 
played with MONOPOLY® DELUXE. 

Combining 90's technical know- 
how with plenty of good old- 
fashioned fun, the bestselling board 
gome of oil time is bock and 
better than ever with completely 


revamped levels of difficulty and 
greatly enhanced graphics for your 
computer! You'll get more deluxe 
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IBM PC version 
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for your bucks with donling anima- 
tion of oil ten official tokens, eosy- 
os-pie interface, o gome activity log 


that keeps track of oil previous 
moves and the ability to ploy by 
traditional or custom-designed rules. 

Enjoy the thrill and excitement of 
wheeling and dealing as you 
amass, or reluctantly part with, 
great fortunes buying and selling 
roilroads, utilities and properties of 
all types. This game's a must for 
the library af any TRUE gamer or 
future real 
estate tycoon! 


L<^R4RKER 

BROTHERS 


MONOPOLY® DELUXE with the ultimate eosy-to-use point-and -click interface will be available this foil in PC and WINDOWS versions. 

WINDOWS version features oil of the DELUXE features listed above plus the odded bonus of eosier-to-use point-and-click interface. 

For more information, pricing ond orders, please call 800-VRG-IN07. VISA, MASTERCARD, AMERICAN EXPRESS and checks accepted. 

MONOPOLY® ond RICH UNCLE^t design ore registered trodemarks of Tonko Corporotion. Rich Uncle© 1936, 1992 Parker Brothers. All rights reserved. Monopoly(c. 1935, 1992 Porker Brother, Inc, a division of Tonka Cotporotion. 
All rights reserved. Licensed to Virgin Gomes, Inc ©1992 Wrgin Gomes, Inc Virgin iso registered trademark of Virgin Enterprises, Ltd. WINDOWS is a frodemork of Microsoft Corporation. 


Return your authorized version of the original Monopoly ® computer game to a 
participating dealer and receive $1 0 off your purchase of Monopoly® Deluxe! 
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By Tim Carter 


G randMaster Chess is Cap- 
stone Software’s first foray 
into the field of computer 
chess games. Given the nature of the 
market in electronic chess simulations, 
any new product will face stiff compe- 
tition from well-established games cur- 
rently in their fourth or fifth generation. 

V^kGmndMaster Chess docs provide the 
basic functions necessary to a chess 
game, it falls short of the current com- 
petition in terms of over-all options. 

GrandMaster Chess uses pull-down 
menus to provide easy access to all of 
the available options. Using a mouse, 
the game flows smoothly and easily. 

Most of the options that are standard 
features on other recent chess pro- 
grams are available on GrandMas- 
ter Chess. Variable piece styles, 2-D 
and 3-D perspectives, the ability to 
upload and download games, etc. 

GrandMaster Chess also supports a 
number of sound options, including 
speech. Even using a PC speaker the 
program will occasionally make a comment. 

("Bad move!" was the one 1 heard most 
frequently.) Copy protection takes the form 
of a code sheet from which players are re- 
quired to enter an appropriate character be- 
fore gaining access to the game itself 

The game’s packaging states that it re- 
quires 640K to run and I can testify that it uses most of it. 
While 1 did not experience difficulties with a 386 using DOS 
5.0 and extended memory, 1 was unable to run the title page 
on a 286 with DOS 4.1. Other users have reported being 
unable to even install the program on a 286, although 1 did not 
find this a problem myself 

I'he strength of the computer opponent is handled through 
a variety of options. There are five levels of difficulty ranging 
from novice to expert. Within each level it is possible to 
improve or weaken the computer by adjusting the time it 


thinks, giving it the option to think 
while you do, and by determining 
whether it will always pick the best 
possible move. A limited amount of 
personality can be added through the 
setting of three possible playing styles 
(passive, active or balanced). 

This process is complicated some- 
what by the lack of centralization with 
regard to A1 options. Several of these 
options are located in different menus 
and there is no central organization to 
the characteristics of the computer op- 
ponent. In part, this is compensated for 
by the documentation. The manual is 
concise, easy to read and, with a few 
notable exceptions, reasonably com- 
prehensive. 

In addition, the computer has a lim- 
ited ability to learn from its mistakes. It 
does this by saving any situation where 
the score changes against it. It will then 
recognize this situation as a losing one 
before it happens and take steps to 
avoid if if it occurs in another game. With the 
exception of the tutorial function, however, 
the manual does not adequately address the 
nature of the computer intelligence. I would 
have appreciated a more lengthy explanation 
of the computer’s method of analysis. A side 
window can be called up to show how the 
computer is thinking and what moves it is 
considering. However, even on my 386-16, the information 
in this window moved too fast to be of much use. Furthermore, 
the description of the information presented in the analysis 
window is somewhat lacking. Sequences of moves are ana- 
lyzed and rated numerically on the basis of pieces lost and 
taken. Given the subtleties of chess strategy, this seems a bit 
shallow. 

The problem is that all that is displayed is the tactical 
element of the game. Strategy and how it is being pursued is 
neglected. This is a difficult issue, since it is much easier to 
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JDhn Stcnbcch 
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provide an understanding of tactics than strategy, and invari- 
ably computer opponents are stronger tactically than they are 
strategically. However, the lack of strategic analysis weakens 
several of the features available. For instance, it is possible to 
ask the computer for advice at any point in a game. From a 
tactical viewpoint, this advice is not bad and can be useful for 
getting out of a tough spot once in a while. Yet, the computer 
does not provide the player with an understanding of why it 
thinks a particular move is good. Often it will run counter to 
the overall strategy that one has been developing over a 
sequence of moves. This can 
be disturbing when the ad- 
vice is based solely on a 
short-term tactical evaluation 
of the current position. 

While weak analysis is a 
drawback, a more serious 
problem is that certain fea- 
tures simply do not exist. 

GrandMaster Chess adver- 
tises a teaching mode, how- 
ever neither the manual nor 
the pull down menus provide 
any hints as to where this fea- 
ture resides. There is a simi- 
lar problem with the library 
of opening moves. While this 
library exists, it is neither ex- 
tensive nor particularly user 
friendly. There is no system- 
atic overview of openings (or variants), or any useful way of 
learning particular openings or the relationship between open- 
ings and strategy. If one cares to enter openings into the 


library, the computer can analyze them, but once again this 
analysis is based on tactical rather than strategic factors. 

There is a class of chess players out there whose strategic 
skill allows them to defeat the tactical strength of a computer 
opponent at any level of difficulty. This author is definitely 
not one of these people. For the rest of us (normal?) players, 
a good chess program must be able to provide at least some 
tools through which it is possible to develop one’s skills and 
improve one’s playing ability. 

GrandMaster Chess is 
quite simply lacking in this 
area. It has all the "bells and 
whistles" that one might ex- 
pect from a state of the art 
product, as well as the ability 
to play a reasonable game of 
chess with the minimum of 
fuss and difficulty. However, 
in comparison with the lead- 
ers in the field, Chessmaster 
3100 and Sargon V, some 
other (unnamed) products 
currently on the market, 
GrandMaster Chess comes 
up short. Those who do not 
care about real and useful 
opening moves libraries or 
teaching and analysis modes 
will find GrandMaster Chess 
enjoyable and, most likely, challenging. Those who do desire 
a more comprehensive package of options will want to shop 
elsewhere, cow 



THINK SPORTS 

THE PLAYBOOK OF SPORTS-RELATED SOFTWARE 

Our complete guide to software for the sports-minded describes 
hundreds of products that make your PC a favorite piece of sports 
equipment. It is the most comprehensive volume of its kind anywhere. 
Find the latest games to specialized utilities fram hard-to-find sources. 
And we help you diose a play. The Playbook is free with all phone 
orders or simply send $1.00 (check or cash) for your copy. 



NOVEMBER SPECIALS | 

FOOTBAa 


INDOOR 

NFL Challenge 

$39 

Sharkey's 3D Pool $9 

HOCKEY 


RECREATIONAL 

V/ Gretzky 3 

$49 

Ski-ulator $29 

BASEBALL 


FITNESS 

Hardball III 

$34 

Exerlog $39 

BASKETBALL 


CARD COLLEQING 

M Jordan Flight Sim 

$44 

Lineup $39 

OLYMPICS 


SPECIAL INTEREST 

Inti Sprts Challenge 

$34 

Baseball Encyclopedia $19 

MOTORSPORTS 


EDUCATION 

The Cycles 

$19 

Sports Adventure $49 

AVIATION 


HANDICAPPING 

Aces of the Pacific 

$42 

The Gold Sheet Pro 

MARINE 


Football Analyst $39 

Dolphin Sailing Sim 

$44 


Send $1 .00 for Think Sports Playbook 

Call to order this month's specials 

1 CereBel 

291 School Street • Watertown MA 021 72 • USA | 

PLAY BALL 800 747-0908 


SOFTWARE CLOSEOUTS 

IBM, AMIGA, APPLE, COMMODORE 64/128, ATARI ST, MAC & MORE 


IBM ARCADE GAMES: 

Arkanoid II 
Bubble Bobble 
Operation Wolf 
Qix 

Rambo III 
Renegade 
Sky Shark 
Harmony 
Cycles 
Pick 'n Pile 
The Ball Game 
Savage 

Cybergenic Ranger 
Final Orbit 

Batman Caped Crusader 
Treasure Trap 


Waterloo 
First Over Germany 
Sons of Liberty 
Red Lightning 
Under Fire 
Gulf Strike 
Roadwar Europa 
Mid-Winter 
Firezone 
SOI. 

Berlin 1948 
Fireteam 2200 
Dambusters 
Navcom 6 

Das Boot U-Boat Simulator 
Sands of Fire 

Amarillo Slim's Real Poker 

Friday Night Poker 

Blackjack Academy 

Jigsaw 

BattleChess II 

Super Password 

WILD & COOL JSAMES: 

Continuum 

Drakkhen 

SDGamemaker 

Weird Dreams 

Sex Olympics 

Sex Vixens from Space 


$14.50 
$14.50 
$14.50 
$14.50 
$14.50 
$14.50 
$14.50 
$16.50 
$16.50 
$16.50 
$ 5.00 
$14,50 
$14,50 
$14.50 
$14,50 
$16.50 

$19.50 
$19.50 
$19.50 
$19.50 
$12.50 
$14.50 
$16.50 
$19.50 
$14.50 
$14.50 
$16.50 
$16.50 
$ 9.50 
$ 9.50 
$19.50 
$16.50 

$14.50 
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$ 9.50 
$16.50 
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$ 9.50 

$16.50 
$19.50 
$ 5.00 
$14.50 
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$14.50 


IBM ,&PJmTS S IMULATIONS; 

T.V. Sports Football $14.50 

T V. Sports Basketball $14.50 

Super Sunday $ 9.50 

NBA Basketball $ 9.50 

Blades of Steel $16.50 

Double Dribble $16.50 

Monday Night Football $29.50 

John tlway’s Football $ 9.50 

Sharkey's 3D Pool $19.50 

Pro Tennis Tour 1 $16.50 

Microleague Football $14.50 

Microleague Baseball $14.50 

Tennis Cup $16.50 

Grave Yardage $14.50 

Subuteo Table Soccer $ 9.50 
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Championship Baseball $14.50 

Championship Golf $14.50 

Pro-Beach Volleyball $16.50 

Superstar Indoor Sports $ 9.50 

Superstar Hockey $ 9.50 
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Air Strike U.S.A. $14.50 

Blue Max $19.50 

IBM EDUCATIONAL PROGRAMS: 


President Elect $ 9.50 

World Geography $ 9.50 

U.S. Geography $ 9.50 

Barney Bear goes to School $14.50 
Discover Numbers $ 5.00 

Discover Alphabet $ 5.00 

Discover Math $ 5.00 

Grade A Math 1-2-3 $16.50 


VISA/MC ORDERS CALL TOLL-FREE 

1-800 - 676 - 6616 

Credit Card Orders Only HI! ( $25 minimum ) 
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P.O. BOX 5160 
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CA 93403 


1000'S more items tor an 

different computers... Apple, 
Atari, Amiga, C64/128, MAC, 
h lots more IBUMS^S 1 ! 


SUPER BUNDLE FOR C-64/128 
10 GAMES FOR $14.50 

Includes: Demolition Mission, 
Army Moves. Bad Street Brawler, 
Tai-Pan. Fist. Tai-Ceti. Mutants, 
Cyrus Chess. Doc the Destroyer, 
& Uridium. Less than $1.50 each! 


SUPER BUNDLE FOR AMIGA 
10 GAMES FOR $14.50 

Vampire Empire. Sky Blaster, Triple X. 
Crystal Hammer. Final Mission, Little 
Dragon, Eskimo Games. Powerstyx, Spin 
World & Clever and Sman. 
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$19.5( 
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S19.5( 

)ragons of Flame 

$19.5( 

Juestron II 

$16.5( 
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$19.5( 
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^aniasie III 

$14.5( 

Time $ Magik 

$14.5( 

},A,T. 

$165( 

>tar Saga II 

$19.5( 

Jragonlord 

$ 9.5( 

Defender of the Crown 

$14,5( 

Crates' 

$ 16,5( 

.eaiher Godessesof Phobos 

$14.5( 

litmes of Titan 

S 14,5( 

IBM CD-ROM SOFTWARE: 

Barney Bear goes to School 

$19.5( 

^D Grab Bag 

$ 15,0( 

Game Collection 

$39.0C 

Chessmaster 3000 

$44.0C 

CD-ROM Collection w/CIA 

$29.K 

Golden Immortal 

$ 39.0C 

Great Cities of the World 

$49.(X 

■lound of the Baskervilles 

$49.0C 

Jones in the Fast Lane 

$39.00 

<ing's Quest 5 
.OOM 

$29.0C 

S49.0C 

Mixed up Mother (Goose 

$39.00 

^’tioenix Shareware 2.0 

$24.00 

Secret of Monkey Island 

$49.00 

Holmes (Consulting Detective 

$49.« 

So Much Shareware 

$39.00 

Llltima 1-6 Bundle 

$49.00 

VGA Spectrum 

$39.« 

/Ving Commarxler Bundle 

$49.00 

Moo Commander/Uliima 6 BuncSe 

$49,a 


TO ORDER: Send check or money order including shipping charges of $5 for 
U.S.A., $8 for Canada, $f Sail others. Californians must include 7.25%sales tax. 
Toreceiveourcompletecatalogofover2,000itemsforallcomputertypes,send 
$2 in cash or stamps to the above address. The catalog is FREE with any order. 
Tochecktoranltemnotlisted here, call (805)544-6616. 
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Flashback 


P ushover, from the 
Manchester, Eng- 
land-based company 
Ocean, is an original ar- 
cade/strategy game taking 
some inspiration from the 
excellent Lemmings prod- 
ucts from Psygnosis. The 
gameplay is based on the 
massive layouts of domi- 
noes, where the player 
"pushes over" one and sets 
off a chain reaction demol- 
ishing acres of dominoes in intricate 
shapes. 

Pushover is not as complicated as 
Lemmings, but follows a similar design 
philosophy. The scene is set with a 
character called Colin Curly who loses 
a packet of savory snacks which end up 
disappearing down an ant hill, where- 
upon his old buddy GI Ant appears. GI 
is, of course, a soldier ant, possessed of 
super human strength, and small 
enough to enter the anthill. He volun- 
teers to recover the snacks. 

All is not as it seems, however, as this 
is no ordinary anthill. Rather, it is the 
entrance to the amazing world of Dom- 
ino Domain. This is a mini world com- 
prised of nine different continents, each 
with a multitude of different levels. To 
get from one level to the next one must 
open up a door; achieved by knocking 
over every tile, with the trigger tile 
being last. Sounds easy, but as the tiles 
are split over several levels and special 
tiles (including tumbler tiles, ascender 


tiles, bridger tiles, delay, splitters, van- 
ishers, exploders and stoppers), one 
can wind up in a terrible tactical tangle. 
As screens are completed, the player is 
awarded tokens which can be used to 
negate the time limit or to return to an 
uncompleted level. EGA, VGA and 
MCGA graphics are supported, the 
VGA screens being particularly crisp. 
The game controls are very positive, 
especially with the supported joystick, 
and the sound support is well up to 
scratch. This has all the makings of a 
winner; the strategy element is very 
high, and Pushover is anything but its 
title. Be warned it is very, very addic- 
tive! 

Latest news from the stylish French 
company Delphine is the forthcoming 
release Flashback, hot on the heels 
of their graphic adventures Operation 
Stealth, Cruise for a Corpse and the 
interesting. Another World [Ed: Out of 
This World in the U.S.]. This release 
uses the famous cinema techniques of 
flashbacks to present its story and re- 


volves around Conrad B. 
Hunt, a research scientist 
who discovers that certain in- 
dividuals have a molecular 
density much higher than 
anyone else. These people are 
in fact, aliens, and they hold 
most of the top jobs in the 
world. Conrad’s investiga- 
tions were noticed by the 
ET’s who kidnapped him, 
erased his memory, and 
locked him up in a top secu- 
rity prison from which there is no es- 
cape. 

Conrad escapes (I), steals a hover- 
bike and flies off into the — ah, this 
seems to be the planet Titan. Then, 
Conrad starts to have occasional flash- 
backs which unravel the storyline. The 
graphics are very impressive and the 
animation is superb. The main charac- 
ter is able to walk, run, jump, climb, 
roll, duck, inch forward (a la Prince of 
Persia), pick up objects and throw 
them. The graphic system is, in fact, a 
development of that found in Another 
World, and now uses 24 animation 
frames per second to produce some 
very smooth and realistic movement. 

Throw in the elements of role playing 
and adventure and this may avoid some 
of the criticisms of Delphine products 
of being a touch too Gallic! Currently 
being converted from the French ver- 
sion, this should be released late in the 
year. 
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The most successful role playing se- 
ries in Germany is Das Schwarze 
Auge — it apparently outsells D&D and 
AD&D by approximately four to one. 
Attic Software of Germany 
has recently announced that 
they will be releasing the first 
English language version un- 
der the title, Blade of Destiny, 
with the series to be known as 
Realms of Arcadia and avail- 
able on IBM and Amiga. The 
computer versions will 
closely follow their pen and 
paper ancestors, making for a 
very detailed game system. 
Character development is a 
huge area with over 1 00 skills, 
and also ‘negative’ attributes 
like greed, superstition and 
phobias. Add in over 200 
spells and it is apparent that 
this is no lightweight. UK and 
French distribution will be 
handled through the UK distributor 
U.S. Gold. U.S. distribution yet to be 
announced. 

Turcan Research Systems, has re- 
leased two add-on disks for their well 
received surface fleet battle simulator 
Dreadnoughts. The first is Ironclads 
and covers a period prior to the original 
product, in the Sino-Japanese War of 
1 894, and the Russo-Japanese War of 
1904/5. The first war is represented by 


the Battle of Yalu, 17th September 
1 894. The second conflict is covered by 
the Battle of The Yellow Sea, 10th 
August 1904, the Battle of Ulsan, 14th 



Pushover 

August 1904, and the Battle of 
Tsushima, 27th May 1905. The ships 
and combat are markedly different 
from the World War 1 period. At Yalu, 
for example, the biggest Japanese guns 
could fire only once every five min- 
utes! A neglected period of naval his- 
tory is admirably covered by this 
idiosyncratic gaming system. The add- 
on disk captures the era well, and is a 
much more leisurely affair than the 
chaos of Jutland. 


The second scenario disk is probably 
the most interesting of all. Bismarck 
covers major ’surface only’ naval 
clashes during World War Two. The 
first is the Battle of the River 
Plate and the sinking of the 
Graf Spee. There are also 
three scenarios involving the 
pursuit of the pride of the 
Kriegsmarine, the KMS Bis- 
marck, including the clash 
with HMS Hood and Prince 
of Wales, and her final bat- 
tle. The packed disk also in- 
cludes the Battle of the Java 
Sea that involves the ABDA 
force in the Far East, includ- 
ing the USS Houston, and 
finally, the Battle of North 
Cape: The Sinking of the 
Scamhorst. 

Each of these scenarios 
can be played from either 
side, and also with lots of 
‘what ifs’ so you may be able to get the 
Bismarck back to port, or sink all the 
allied cruisers off the River Plate. Su- 
perb graphics, and enormous research 
make these two ‘mission’ disks a wel- 
come addition to Dreadnoughts. The 
game is essential for old sea-dogs, and 
if the interface was just souped up a 
touch. Dreadnoughts might appeal to a 
much wider audience, cow 
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Scorpion’s Viewv 


Dungeon Master 

Scorpio Takes a Look 
At a (too) Long Awaited 
Conversion 


as told by Scorpia. 


Scorpia is an experienced and respected 
adventure game expert. CGW is pleased 
to provide this forum for her distinctive 
and often controversial prespective. 



A lmost six years ago, Dungeon 
Master arrived on the CRPG 
scene, appearing first on the 
Atari platform. It was hailed almost 
immediately as innovative and state- 
of-the-art. Its very name be- 
came descriptive of a par- 
ticular style of dungeon. 
Eventually, the game made 
its way to the Amiga, the Ap- 
ple IIGS, and now at last, to 
the IBM. 

The big question is: did 
FTL take too long to bring it 
to the IBM market? Can a 
game hailed as innovative 
almost six years ago still 
hold its own against state-of- 
the-art productions such as 
Eye of the Beholder and Ul- 
tima UnderworUn Or is 
Dungeon Master now a mere 
curiosity, a groundbreaker 
who.se time has long passed? 

Visually, many games 
have surpassed Dungeon Master, and 
given the rapid advances in technol- 
ogy, this isn’t surprising. For all that, 
the graphics are surprisingly good, all 
things considered. True, each dungeon 
level is composed of the same gray 


stone blocks, which can become mo- 
notonous after a while. Even so, the 
various monsters are well-detailed and 
well-conceived, acceptable at even to- 
day’s high standards. 


Beyond pretty pictures is the game 
itself. Dungeon Master never made any 
pretensions to being other than what it 
is: a dungeon crawl through fourteen 
levels of increasing nastiness, with an 
equally-nasty endgame (we will get to 
that in due time). 


There is, of course, a bare bones plot 
to provide the motivation for trekking 
through this hostile environment, but 
essentially it’s a hack’ n’ slash epic 
sprinkled throughout with a number of 
devious puzzles to keep you 
mentally alert and give you 
something ekse to do besides 
bash monsters. 

Anyone who has played Eye 
of the Beholder (either or 
both) will find much here that 
is familiar. This is especially 
true of the combat style, 
which relies most of the time 
on the "slip’n’slide" method 
of hitting an opponent, then 
moving quickly away to the 
left or right (or, occasionally, 
backwards). 

Fighting tends to be slower 
than in EOB. however, since 
each time you click on a 
weapon, a small menu comes 
up from which you must 
choose the character’s attack mode: 
chop, swing, thrust, melee, berserk, 
parry, etc. This is true even for weapons 
such as slings or bows, which have only 
one attack possibility, namely "shoot." 
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The screen layout is also somewhat 
awkward. Character portraits are lined 
up along the top left of the screen, in 
the order you chose your party in the 
Hall of Champions. The top right cor- 


ner has a 2 X 2 diagram showing their 
actual positions, and lower down is a 
row of symbols, displaying what each 
member has in his fighting hand. It is 
these symbols you click on during 
combat to fight or use a magic item. 

The problem is that neither the sym- 
bols nor the portraits change position if 
you make changes in the party order. 
Only the 2 X 2 diagram rellects the 
actual arrangement of characters. This 
can be confusing, particularly at the 
start. You can also waste spells by not 
remembering where everyone is, as 
many offensive spells go off on the 
same side as the caster. A fireball or 
lightning bolt might zip harmlessly 
down the passage into a wall instead of 
into a monster if you aren’t careful. 

One aspect of combat did not make 
the transition to EOB: door-bashing a 
critter. This tactic involves luring a 
monster into a doorway, then pushing 
the button to shut the door. Depending 
on how smart/fast the critter is, it will 
take one or more hits from the door 
before retreating. It is a handy "extra 
fighter" in many situations. 

Magic is handled in a style somewhat 
similar to the system used in Ultima 
Underworld. Spells are prepared be- 
forehand for each character capable of 
magic, using an array of symbols for 
each spell. Thus, the party can have up 
to four "ready" spells that can be cast 
immediately when needed, instead of 
fumbling through magic books. 

However, once a spell is cast, another 
set of symbols must be put together 
before that character can cast another 
spell (either the same one or a different 
one). Since combat is real-time, this 


generally means each character can 
only get off one spell per fight, as there 
is usually no way to put symbols to- 
gether while maneuvering around giant 
scorpions or bloodthirsty rats. Thus, 
spellcasting is 
of generally mi- 
nor use in com- 
bat, although 
several power- 
ful spells going 
off one after the 
other can be ef- 
fective. 

Advanceme 
nt in any class is 
solely "by do- 
ing", a radical 
departure from 
the "gather 
enough experi- 
ence points to 
go up a level" 
system used by 
almost all 
CRPGs, and much more sensible. Wiz- 
ards and priests gain levels only by 
casting spells. Fighters, naturally, get 
better the more they fight and ninjas 
improve by using missile weapons. 

A nice feature here is that, whatever 
a character started as, he or she can 
become multi-classed by practicing 
other skills. Someone who is "only" a 
fighter, for instance, can try casting 
some low-level mage spells, and even- 
tually begin gaining levels as a wizard 
(or priest, by trying priest spells). 

Food and 
water are very 
important, and 
unlike EOB and 
UW. there is no 
food creation 
spell. You must 
depend on find- 
ing edibles 
scattered 
around the dun- 
geon or eating 
the remains of 
some of your 
opponents, 
such as the rats, 
purple worms, 
and screamers. 

This also means 
you have to 
clutter your inventory and weigh your 
characters down with extra food, since 
it is scarce on several dungeon levels. 

Puzzles tend to fall into one of several 
types: finding the hidden button, 
weighing down plates, throwing things 
into teleporters to weigh down plates, 
avoiding teleporter fields (visible or in- 


visible), dancing around pits, and so on. 
Anyone who has played EOB will find 
these quite familiar, and will have an 
advantage over someone who hasn't 
played it before. 

That doesn't necessarily mean the 
puzzles are easy to solve. Some, such 
as the clockwise/counterclockwise 
rooms on level 1 1 , can be rather devi- 
ous. So it pays to explore thoroughly 
and experiment carefully. 

Which brings us to saving the game. 
This can be done at any time, even in 
the midst of combat (not recom- 
mended). Unfortunately, there is only 
one save position allowed. This can 
mean trouble if you happen to save the 
game with your party in a had spot, or 
if you happen to have a crash of some 
sort and lose the save file. Wise players 
will therefore exit the game now and 
then to back up the save and have some- 
thing to go back to in case of difficul- 
ties. 

Even more unfortunately, there is no 
way to reload the save from inside the 
game, except when everyone dies. To 
restore a position otherwise, it is neces- 
sary to exit and reboot the game. This 
is very poor, and there is really no 
excuse for not having an in-game re- 
load. 

There is nothing much in the way of 
music, except for a little tune that plays 
at the doors of the dungeon at boot-up. 
However, there are plenty of sounds. 
Party members grunt in pain when hit. 


and scream collectively when falling 
through pits or when everyone dies. 
Buttons click when pushed, doors open 
with a clank, etc. 

Naturally, the critters make noises, 
too. Each one has a sound it makes 
during attack, and they can often be 
heard walking/slithering/scuttling 
around before they actually show up in 
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the vicinity, if you take time to listen. 
What is perhaps the most astonishing 
achievement of Dungeon Master is its 
size. The entire game fits on a single, 
uncompressed, 5.25 high-density 
floppy. In these days of megabyte mon- 
sters, it is amazing (and refreshing) to 
find one that takes up less than 2 MB 
of space... and that for a game which 
(aside from not having SVGA graph- 
ics) gives you almost everything you 
can get from EOB, with more dungeon 
levels besides. 

However, there is a dark lining to 
every silver cloud, and the dark lining 
here is the endgame. Some people 
thought that spiking the Beholder or 
dealing with Dran Draggore was tough; 
those critters were a piece of cake com- 
pared to Lord Chaos and his demon 
buddies. 

No endgame has ever given me so 
much trouble or frustration. As many 
know by this time, the showdown with 
Lord C is not so much a "Foozle fight" 
but a "Foozle trap," where he must be 
enclosed in tluxcages and rendered 
harmless rather than killed (it’s not 
possible to kill him anyway). 

Chaos by himself is more than 
enough for any party, but the six or 
eight demons that come with him make 
the situation almost impossible. When 
I tried ignoring the demons and con- 
centrating on Lord C, the party was 
quickly surrounded and destroyed. 
When I tried killing the demons first. 
Chaos always popped in behind the 
party and blew them away in short or- 
der, no matter how fancy the footwork. 

In the end, I got him more by luck 
than anything else. The bones of Alex, 


Nabi and Elijah were scattered across 
the dungeon floor, leaving only Duke 
Zed (my hero!) to do the job. After a 
considerable amount of time waltzing 
around with Lord C, I realized that only 
one demon was actually in this part of 
the room. 

Where the others were, or why they 
didn’t show up, is a mystery, as they 
usually came stumping along soon af- 
ter Chaos made his appearance. What- 
ever the reason, it gave me the 
opportunity to finally finish the game. 
I blew away the single demon, then 
developed fluxcage mania. 

They went up everywhere, whether 
Lord C was around or not. Almost half 
the southern end of the room was cov- 
ered with them. They were so thick, I 
could barely see more than a step or two 
in front of me. Regardless, the tactic 
worked, and Chaos was finally con- 
tained... but again, only because no 
other demons were around. 

I’ve gone on about this endgame be- 
cause up to this point I was rather en- 
joying the game as a whole. Dungeon 
Master, for all that it creaks a bit, is still 
eminently worth playing, even years 
later. However, because the endgame 
is so difficult (needlessly so), 1 can’t 
give it a blanket recommendation. 
Anyone who hates real-time combat, or 
had severe problems with the final 
fights in EOB I or 11, may well give up 
in aggravated disgust when faced with 
Lord Chaos and company. 

On the other hand, those who enjoy 
this style (and frustration, heh), are 
likely to find that the game that started 
it all still has something to offer the 
seasoned adventurer, cew 
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“Powerful programs of growth and adventure” 

THE MAGIC MIRROR ... a toolbox for your mind. E. Kinnie, 
PhD., Clinical Psychologist. $39.95. 
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VISUALIZATIONS . . . $35.00. 

Programs for Children . . . call or write. Created by an Educa- 
tional Psychologist. 

Blue Valley, 29 Shepard St., Walton, NY 13856 
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Sci"Fi Survey 


Strategy & Wargames: The Future (2000-....) 

A Paiktography of Past and Future Sci-Fi Games 

by M. Evan Brooks 


T his paiktography will cover the 
"futuristic" strategy and war- 
games released for the computer 
markets. The subject matter proved to 
be the most difficult to define because 
so many science fiction simulations are 
role-playing games or arcade "shoot- 
em-ups." Where a strategy game be- 
gins and a "shoot-em-up" or 
role-playing game ends is an unceasing 
problem of definition. I have tried to 
cover those simulations that emphasize 
the former aspects and do not rely on 
quick reflexes or intensive role-play- 
ing. Another problem is that futuristic 
simulations seem to "blend" into one 
another; after all, what is the basic dif- 
ference in a game based on destroying 
Krellans or Kzinti or whatevers? 

But aside from definitions, I have 
merged certain other simulations 
which would clearly belong to other 
periods — some fantasy simulations 
are covered (e.g. DragonStrike) simply 
because their topics do not easily lend 
themselves to another period. 

Futuristic simulations must create 
their own environments. While a his- 
torical product has an underlying real- 
ity which assists in creating the 
"mood", the futuristic product must do 
so by itself without external reference. 
This often presents a problem — an 
attractive game today can grow obso- 
lete faster than a historical simulation 
simply because it does not have the 
intrinsic linchpin of reality. Of course, 
this also allows the designer a great 
deal of latitude; how he handles his 
created world will determine how long- 
lived a product he develops. 

The computer market is quick- 
changing and unforgiving, and the 
state-of-the-art changes rapidly. Futur- 
istic simulations seem to be among the 
most short-lived of all games; simulta- 
neously, they are also those that are 
often used for graphic innovations. It 
should be noted that the ratings are an 
individual preference, and do not nec- 
essarily reflect the opinions of the pub- 
lisher or editor of this magazine. Also, 
please note the platform availability; a 
five-star game on an Atari 800 that is 
several years old is not of the same 
sophistication as a new product de- 
signed for a PC 486-33. However, it has 
been given its rating for what it did, to 
a lesser extent, what it still does, and 



Armourgeddon 


perhaps for the place it holds in this 
reviewer’s heart and memory. Of 
course, the designers look askance at 
these ratings, and often deluge the 
magazine with voluminous com- 
plaints. But again, these are intrinsi- 
cally subjective, and a discriminating 
reader should be able to temper the 
ratings with this writer’s normal re- 
views in order to ascertain the inherent 
biases. What is also noteworthy is that 
few computer games have a shelf life 
longer than three years, yet board 
games remain classics ten years or 
more after their release (e.g. Napo- 
leon ’s Last Battles, A House Divided, 
Up Front). 

Prices are difficult to determine for 
older games, since they are so heavily 
discounted, assuming they can be 
found at all. Thus, be aware that the 
prices are only a rough guideline. Also, 
since this guide is for reference, one 
should be aware that prices shift down- 
ward rapidly. 



Breach 2 

If any readers have additions/correc- 
tions/modifications, please send them 
to me in care of this magazine or via 
modem on GEnie (address; M.E. 
Brooks). Special thanks to Craig K. 
Andrews for his extensive corrections 
to earlier paiktographies. 


LEGEND: 

LINE 1: TITLE 

LINE 2: (Machine Format 
[(A)tari/(C)ommodore/(Ap)pIe 
II/(T)RS-80/II(GS) 
/(Am)iga/(ST)/(M)acintosh 
/(I)BM]/(P)ET; Issue of CGW in 
which that game was mentioned 
(bold print refers to major article)]. 
[Company/Designer/Date of Publica- 
tion/Price (O/P: Out of Print)/Rating 
(0 = Good use as a magnet holder 

* = Avoid 

** = Marginal 

*** = Average to Good 

**** = Very Good 

***** = Highly Recommended 
N-R = Not Rated)] 

LINE 3: Difficulty [(Beg)inner 
/(Int)ermediate/(Adv)anced|/Level 
[(Tac)tical/(Op)erational 
/(Str)ategic]* / # of Players 
(M: modem option) 

No table of unit sizes has been pre- 
sented because the scope of futuristic 
simulations ranges from man-to-man 
to galactic empires. Generally, a tacti- 
cal simulation will range from a man- 
to-man to ship-to-ship; operational 
simulations cover squadrons to fleets; 
strategic simulations cover entire plan- 
ets to complete universes. 

XXX = Data not available. 

THE ALIEN 

(Ap; #3.3) Avalon Hill; H. van Hal- 

teren; 1983; O/P; N-R 

Int/Tac/1 

A computer version of the now-clas- 
sic movie with Sigourney Weaver 
(though not to be confused with the 
movie-licensed arcade-style game 
from Activision), this product offered 
a number of scenarios and options in an 
attempt to "ethnically cleanse" your 
space vessel. 

ANDROMEDA CONQUEST 
(C/Ap/I; #2.6) Avalon Hill; David Pe- 
terson; 1982; O/P; ** 

Int/Str/1-4 

This strategic game of economic 
management and planetary conquest 
was simpler than SSG’s Reach for the 
Stars (which came later) and slightly 
tougher than Avalon Hill’s Galaxy. 
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ARMADA 2525 

(1; #87) Iiiterstel; R.T. Smith; 1991; 
$49.95; ***+ 

Adv/St/1-6 

Space colonization, research & de- 
velopment, production and galactic 
battles — it’s all here in an ambitious 
package. Multi-layered and detailed. 

ARMOUR-GEDDON 
(Am/ST/I; #85,87) Psygnosis; Paul 
Hunter and Ed Scio; 1991; $49.99; ** 
Int/Tac/1-2 

A simulation of aircraft, tanks and 
hovercraft attempting to destroy the 
"mad scientists" who will otherwise 
destroy the planet. In addition to com- 
bat elements, one must determine re- 
search and production priorities. With 
a heavier emphasis on tactical battles 
rather than cerebral considerations, it 
can be fun, but resembles a Chinese 
take-out restaurant, i.e. a half-hour 
later, you are hungry for something 
with some substance. 

AUTODUEL 

(Ap/C/M/Am/I; #26,28,29) Origin; 
Chuck Bueche; 1985; O/P; ** 
lnt/Tac/1-2 

A computer rendition of Steve Jack- 
son’s classic board game, this simula- 
tion panders to the harried commuter in 
us all. Arm your vehicle and destroy the 
opposition! Graphics and game play 
now appear very dated. 

BATTLE ISLE 

(Am/1; #89) UbiSoft; Blue Byte; 1991; 

$49.95; 

lnt/Op/1-2 

A true wargame, with a hex-based 
map in a futuristic conflict. Detailed 
air, ground and sea units compel one to 
adopt a comprehensive combined- 
arms strategy for victory. Enjoyable for 
the persistent gamer looking for new 
worlds to conquer. 

BATTLETECH: THE CRESCENT 
HAWK’S REVENGE 
(I; #76,79) Infocom; Barry Green and 
Tony Van; 1990; $49.95;*** 

Int/Tac/1 

Set in the BattleTech universe, this is 
has strong role-playing elements, but 
still retains a tactical flavor of mech- 
warrior combat. 

BATTLE TREK 

(A; #2.5) Voyager; Chris Erazier; 

1982; O/P; N-R 
Beg/Tac/1 

Ship-to-ship space combat, from the 
early days of computer gaming. 




Mechwarrior 


BERSERKER RAIDS 
(A/Ap/C/I; #5.3) Berserker Works; 
Lloyd Johnson; 1983; O/P; N-R 
Beg/Tac/1 -2 

A strategy game based on the Ered 
Saberhagen science fiction novels. 

BREACH 

(Am/ST/M/I; #41 ,45) Omnitrend; Tom 
Carbone & Bill Leslie; 1988; O/P; ** 
Int/Tac/1 

Tactical man-to-man combat with 
space marines. 

BREACH 2 

(Am/ST/I; 65,68,70) Mindcraft; Tom 
Carbone; 1991; $49.95;**** 

Int/Tac/1 

A newer revision, and one which fits 
into Rules of Engagement as a tactical 
subset thereof. Easy to learn and fun to 
play, it is reminiscent of SSI’s Six Gun 
Shoot-Out, but moved from the Old 
West to Outer Space. A design-your- 
own scenario option and on-line avail- 
ability of scenarios makes this a 
continuing "fresh" product. 

BREACH 3 

(1) Impressions; xxx; 1993(7); $69.95; 
N-R 

Int/Tac/1 

The latest rendition of Breach is ex- 
pected to have a campaign builder, as 
well as a scenario designer. 

CARRIER COMMAND 
(C/ST/M/I; #52) MicroPlay; Clare 
Edgely; 1988; $39.95; ** 

Int/Op/1 

Carrier warfare in the 22nd century, 
to include air and sea options plus pro- 
duction and manufacturing of arma- 
ments. Although it combines arcade 
and strategy elements, it just never 
seemed to stand out from the crowd. 

COMBOTS 

(C; #74) Avalon Hill; John Huff; 

1990; $19.95;** 
lnt/Tac/1 

RohotJox without elan. Players de- 
sign their own robots and scenarios, but 
the whole is less than the sum of its 


parts and the genre better fits a first- 
person perspective as in MechWarrior 
or Multi-Player BattleTech. 

CONELICT 2500 

(A/Ap) Avalon Hill; xxx; 1982; O/P; 
N-R 

Beg/Tac/1 

A tactical simulation of space con- 
flict in the 26th century. 

CONQUERING WORLDS 
(Ap; #4.2) Datamost; Walt 
Hochbrueckner; 1984; O/P; N-R 
Beg/S tr/ 1-3 

A simple destroy the enemy civiliza- 
tion campaign. It was not original when 
released and time has done nothing to 
make it more attractive. 

COSMIC BALANCE I-H 
(A/Ap; #2.6,3.1,3.5,5. 1 ) Strategic 
Simulations, Inc.; Paul Mur- 
ray;1982/1983;0/P; *** 
Int/Tac-Op-Str/1-2 

Two early SSI releases, the original 
Cosmic Balance offered an individual 
ship-to-ship battle in space (with de- 
sign-your-own-ship capabilities), 
while Cosmic Balance II covers more 
of the planetary and galactic overviews 
(together with aspects of economics, 
colonization and exploration on a 
macro-scale). Both were excellent 
products in their day; note the operative 
words — "in their day." 

CYBER EMPIRES 

(Am/I) Strategic Simulations, Inc.; 

Dennis Dyack, Rick Goerts; 1992; 

$49.95; N-R 

Int/Tac/1 

Players build teams of mechanoid 
fighters in the far future and resolve 
arena-style battles via action sequences 
in this adaptation of the popular Euro- 
pean boardgame. Steel Empires. 

CYTRON MASTERS 
(A/Ap; #2.5,2.6) Strategic Simula- 
tions, Inc.; Dan Bunten; 1982; O/P; ** 
Int/Tac/1-2 

Combined arms tactics utilized in 
real-time combat in a futuristic milieu. 
Players control robot warriors which 
strive for control of foreign planets. 

DEBUT 

(Am/ST; #76) Pandora; xxx; xxx; xxx; 
N-R 

Adv/Str/1 

A European hybrid: SimEarth meets 
Balance of the Planet. 

DELTA SQUADRON 

(Ap; #3.5) Nexa; Gilman Louie; 
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1 he most popular 
computer game series 

^ II • 

or all time... 


Meet characters as curious as the coun- 
tries they inhabit. 


(Jan you guide Alexander through a 
series of mysterious Islands? 




Encounter enemies and rivals bent on 
stopping you at any cost. ' 


Explore the animated garden on the 
whimsical Isle of Wonder. 


Bold Characters, Bold Design 

A shipwrecked prince nuist Find his way across a series of islands in search of 
a princess in peril. You’ll need all your wits and imagination to overcome the 
gauntlet of baffling puzzles and fimtastic creatures that block you on your quest. 

In this richly derailed game of di.scovery and adventure, every choice you 
make can affect your future options and the attitudes of the many characters 
you’ll encounter. Depending on your skill and the paths you follow, your 
adventure can end in many of different ways. Nearly half of the possible 
events are optional! 

Filled with deeper puzzles, more fantastic creatures, and a moving saga of 
romance. and adventure, Kings (Jfuest VI'is a mysterious and magical adven- 
ture for the entire family. 


ExceUence in 
Aibaitiire Gmiing. 
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1983; O/P; N-R 
Int/Tac/I 

A tactical simulation in which the 
player must duplicate the Star Wars’ 
destruction of the Death Star. The 
names and premise have been changed 
to avoid copyright infringement, but 
there is an obvious resemblance. There 
are nine "different" scenarios (in terms 
of strength), but the objective is the 
same in every case 

DRAGONRIDERS OF PERN 

(A; #4.3,4.4) Epyx; xxx; 1983; O/P; ** 

int/Tac-Op/1-4 

A strategy game based on Anne 
McCaffrey ’ s classic space fantasy nov- 
els, this product combines tactical ele- 
ments (thread fighting) and operational 
aspects (negotiations with other 
Weyrs). It offers some interesting fea- 
tures, but it is dated and primitive. 

DRAGONSTRIKE 
(C/Am/I; #71,77) Strategic Simula- 
tions, Inc.; Westwood Associates; 
1990; $39.95/49.95;**** 

Int/Tac/I 

Although this product is set in an 
AD&D world, it appears to be an Anne 
McCaffrey clone of the Dragortriders 
of Pern genre. Jousting atop a dragon 
with different weapons systems (fire- 
balls, gas, etc.) often resembles a 
World War 1 fighter duel. Sadly, this 
product did not receive the attention or 
play that it deserved. 

ELITE 

(C/Ap/Am/ST/1; #25) Firebird; Ian 
Bell and David IJraben; 1986; O/P; ** 
lnt/Tac/1 

Interstellar trade and combat with two 
thousand planets in eight galaxies. Elite 
used wire frame graphics to depict space 
flight. Its popularity was largely a result 
of being one of the first space games with 
a "large" universe to explore. 

ELITE PLUS 

(I; #86) MicroPlay; Chris Sawyer; 

1991; $49.95; **-1- 

Int/Tac/I 

An update of the original, with better 
graphics and sound (although they are 
still not up to state-of-the-art). More 
detailed and complex, it is also more 
tedious than the original. 

E.O.S. 

(C/Ap; #40) Electronic Arts; Karl 
Buiter; 1987; O/P; **+ 
lnt/Tac/1 -4 

An interesting failure. Earth Orbit 
Station is a game of logistical space 
station building. Yes, amateurs think 
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tactics and professionals think logis- 
tics; the problem is that, considering 
the clunky interface, the logistics just 
are not that much fun. 

FEDERATION 

(Am/ST; #70) Cinemaware; Paul 

Blythe; 1990; O/P; N-R 

Int/Tac/1 

A space ship flight simulator with 
good graphics and decent gameplay 
that simply doesn’t stand out from the 
crowd. 

FEDERATION II 
(GEnie; #97) GEnie; Alan Len- 
ton/Ken Farnen; $6 per hour; ***-(- 
Beg/Tac/Unlimited; M 

Economic/role-playing in the far fu- 
ture, Federation II requires players to 
determine the economic viability of 
trade runs, bounty hunting, tactical 
ship-to-ship battles and commodity ar- 
bitrage while building up the wealth, 
power and influence of one’s character. 

FIRETEAM2200 

(I; #81,82,99) SimSystems and RAW 
Entertainment; Dave Nielsen; $49.95; 

199 ] • *** 

Adv/Tac/1-2; M 

Tactical ground combat in the 23rd 
century; a detailed and complex war- 
game, but one which could have bene- 
fitted from mouse implementation and 
a scenario builder. 

FIRST EXPEDITION 

(I; #53) Interstel; Steven Englestad; 

1988; $49.95; * 

lnt/Tac/1 

A slow-moving simulation of plane- 
tary exploration with elements of navi- 
gation, management and role-playing 
which doesn’t decide which facet to 
emphasize and succeeds at none. 

FULL METAL PLANET 
(Am/I; #80) DataEast; Hitech Produc- 
tions; 1991; $49.95; ***-t- 
Int/Op/1-4 

A tradititional hex-based military 
simulation (with economic underpin- 
ning) occurring on a mining planet. 


Well-balanced and fun to play, but it 
seems to lack a "joie de vivre." 

GALA CTIC ADVENTURES 
(A/Ap; #3.4) Strategic Simulations, 
Inc.; Tom Reamy; 1983; O/P; *** 
lnt/Tac/1 -2 

Basically, a role-playing shell that 
expanded the horizons of Galactic 
Gladiators, the tactical sci-fi combat 
game described below. Galactic Ad- 
ventures uses a first person perspective 
where one’s character applies to one of 
four guilds for the necessary expertise 
to explore the galaxy. 

GALACTIC ATTACK 
(Ap,I; #3.3) Sir-Tech; Robert J. 
Woodhead; 1983; O/P; N-R 
Beg/Op/ 1 

An early real-time space battle game 
reminiscent of Trek games like Star 
Fleet I, but requiring one to think 
ahead because of the time restriction. 
Allows custom parameters to adjust 
difficulty rating. Compared to today’s 
graphics and game play, it offers little. 

GALACTIC FRONTIERS 

(M; #99) SoftStream Int.; Russel 

Lowke; 1991; $59.95; ** 

Beg/Str/1-4 

A strategic space conquest game of 
the Reach For The Stars ilk. Galactic 
Frontiers offers a venue in which two 
to four human players can compete for 
control of the galaxy. Offers an easy 
interface and a simple economic 
model. 

GALACTIC GLADIATORS 
(A/Ap; #2.5,4.4,4.6) Strategic Simula- 
tions, Inc.; Tom Reamy; 1982; O/P; 

Int/Tac/l-2 

A space combat simulation between 
different species types, it was one of the 
first "space operas" to offer a scenario 
designer. Very dated. 

GALAXY 

(A/Ap/I) Avalon Hill; Tom Cleaver; 
19; O/P; **+ 

Beg/Str/1-20 

Players attempt to conquer the galaxy 
with the victory going to the empire 
with the most planets at the end of 
either a preset or random number of 
turns. A simpler predecessor of Reach 
For The Stars. 

GLOBAL CONQUEST 
(I; #93,97,99) MicroPlay; Dan Bun- 
ten; 1992;$59.95;****-i- 
Adv/Op/l-4;M 

The futuristic element is limited to 
combat operations on another planet. 
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This season, the most 
detailed footh^ simulation 

ever hits the field. . . 

...and sideling the 

competition. 


mtuwiL 
.... yUifih 


M 


The action varies from city to city, just 
like in real life. 


Play as a coach, quarterback, or gen- 
eral manager. 


Ima^ne playing football and watching 
the action jrom all points of view. 


Design your own plays or customize 
over 200 stock plays. 


Stats... Action... Everything... 

From D\'iiamix, the company that redefined flight simulation with Red Baron 
and Aces of the Pacific, comes the most comprehensive and graphically detailed 
football simulation to ever hit the computer field. Unlike the competition, 
Front Page Spons: Football isn’t a watered down version of reality covered by a 
flmcy license of famous names. It does everything, like you’ve never seen before. 
Action, stats, management. . . every conceivable element of the game is recreat- 
ed in amazing detail. And most importantly, you decide what to control. Pure 
action, pure stats or anywhere in between. . . the choice is yours with a simple 
click of the button. 

Front Page Sports: Football - Everything a football simulation should be. 
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but this product’s main strength is mo- 
dem play coupled with detailed mili- 
tary operations. Recommended. 

GLOBAL EFFECT 

(Am/I; #99) EA/Millenium; Toby 

Simpson; 1992; $49.95; ** 

Int/Str/1-2; M 

Economic/ecological warfare in the 
near future, the modemability is ques- 
tionable as is the playability. The game 
is detailed but the documentation and 
interface make it very tedious. 

HYPERSPEED 

(I; #92) MicroProse; Sandy Peterson 
and Andy Hollis; 1991; $59.95;*-t- 
Adv/Tac/I 

An expanded Lightspeeci, its strategic 
aspects are often overshadowed by 
role-playing elements. Emphasizes 
trade and diplomacy more than com- 
bat. 

INFILTRATOR /-// 

(C/Ap/I; #44) Mindscape; Chris Gay; 
1987; 0/P; *+ 

Int/Tac/1 

A futuristic helicopter simulation, 
with emphasis on arcade aspects. 
Tongue-in-cheek documentation 
grows dated quickly, as does the pro- 
gram itself. 

IMPERIVM 

(Am/ST/I; #71,75,80) Electronic Arts; 
Matthew Stibbs and Nick Wilson; 
1990; $49.95; **** 

Adv/St/1 

A very detailed simulation with mili- 
tary, economic and diplomatic aspects. 
Sadly, its graphics were mediocre and 
it seemed to quickly disappear from the 
market. Yet its rich texture and game- 
play deserve a second look. 

IMPERIVM GALACTUM 
(A/C/Ap; #5.3) Strategic Simulations, 
Inc.; Paul Murray; 1984; 0/P; ** 
Adv/St/1-4 

A successor to Cosmic Balance 11, 
this detailed strategic simulation of 
space empires simply lacked sufficient 
"chrome" to make it enduring. 

INVASION ORION 

(A/Ap/PET; #2.5) Epyx; Jon Freeman; 

1979; O/P; N-R 

Beg/Tac/1 

Originally released on cassette tape 
for the Commodore PET in 1979, this 
duel in space was a sequel to Starfleet 
Orion and allowed players to design 
their own fleets and fight against a 
computer enemy (rather than simply 
another player, as in the first game). 



Robosport 

JUST ANOTHER WAR IN SPACE 
(ST; #82) Azeroth; Robert Parkins; 
1991; $49.95; N-R 
Int/Tac/I 

A tactical level space combat game 
whose title describes it all. 

LIGHTSPEED 

(I; #74,76,82) MicroProse; Sandy Pe- 
terson and Andy Hollis; $54.95; 
\99\-,*+ 

Adv/Tac/1 

A cut-down version of Hyperspeed, 
its utility and game play have been 
more than superseded by its successor. 

MANTIS: XF-5700 EXPERIMEN- 
TAL FIGHTER 

(I/CD) MicroPlay; Glen Dill, Mark 
Seremet, Paul Conklin; 1992; $69.95; 
N-R 

Int/Tac/1 

Ship-to-ship space combat simulator; 
available by the time you read this. 

MECHWARRIOR 

(I; #65,66) Activision; Dynamix/Kes- 
mai; 1989; $59.95/$6.00 per hr.; **** 
Int/Tac/1 -unlimited (on-line) 

Now available as a stand-alone game 
in Activision’s new BattleTech trilogy 
package and on GEnie as Multi-Player 
BattleTech, this robotic combat simu- 
lator is like candy — fun and exuber- 
ant, although it may rot your teeth. 

MERCENARIES 

(I) Mindcraft; xxx; 1992(7); $59.95(7); 
N-R 

Int/Tac/1 

Similar to Breach, very similar to 
Breach, suspiciously similar to 
Breach. Need one say more7 

MODEM WARS 

(C/I; #56) Electronic Arts; Dan Bun- 
ten; 1988; O/P;*** 

Int/Tac/2; M 

A quasi-football contest as if played 
by the military "for keeps." Strong mo- 
dem capabilities could not save it from 
a rapid shelf life. 


MOONBASE: The Lunar Colony 
Simulator 

(I; #80,83) Wesson International; 
Robert Green; 1991; $49.95; **** 
Adv/St/1 

Probably the most detailed and real- 
istic space "construction" set ever pro- 
duced. Not for the "joystick" crowd, 
but recommended for the user willing 
to engage his brain. 

M.U.LE. 

(A/C/Ap/I; #3.4, 4.1) Electronic Arts; 
Ozark; 1983; O/P; ***** 

Int/Tac/1 -4 

An all-time computer classic, this 
was one of the only games ever devised 
that was playable and entertaining for 
four humans. Economics made fun! A 
semi-space game of real estate, market 
economics (auction) and production, it 
still holds up well after all these years 
and, by itself, provides justification for 
holding onto the 8-bit Atari. 

OGRE 

(A/C/Ap/Am/ST/M/I; #36) Origin; 
Steve Jackson and Steve Meuse; 1987; 

Q/p. *** 

Int/Tac/1 -2 

Based on the MetaGaming 
boardgame, this is a faithful rendition 
of futuristie tank warfare. However, its 
inability to design or modify the Ogre 
tank and its graphics in today’s market 
condemn this product to "shelf-dust." 

OMEGA 

(C/Ap/ST/M/I; #64,65) Origin; Stuart 
Marks; 1989; $49.95; ** 

Adv/Tac/1 

Programmers love this "simulation." 
Design-your-own tank and program it 
in quasi-computerese to survive the 
combat environment. If "Androids 
Dream of Electric Sheep" and you per- 
sonally "Dream of Assembly and C," 
you’ll love it. Otherwise, it’s all geek 
to me. 

OVERLORD 

(C/Am/ST/I; #82,83) Virgin; David 
Perry and Nick Bruty; 1 991; $49.95;*-!- 
Adv/St/1 

A game of strategic conquest with 
well-done graphics and a rich and 
broad texture. However, the program 
does not adjust well to computer clock 
speeds, and on a faster machine (16 
MHz up), the computer opponent is 
simply too quick. Great concept ruined 
by technical oversight. 

PLANETMASTER 

(Ap; 4.3) Magnetic Harvest; xxx; 

1984; O/P; *** 

Int/Op/1 
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...is also the most 

replayable. 


choose your character and modify his 
skills and attributes. 


Every decision molds your Hero... and 
shapes his destiny. 


Puzzles have multiple solutions 
depending on your character type. 


Overcome obstacles with might, magic, 
and cunning. 


The key to this world is your wits. 

If your character survives, he may discover an unspeakable evil that lives at 
the very heart of fear and violence. To succeed, he must cut to the core of the 
mystery with his mind, not sort through a series of stats or slash through a 
thousand computer-generated monsters. 

This is the newest chapter in the series Compute magazine called “a 
breakthrough in adventure game design.” Play as different character 
types, approaching problems with different skills and solutions. Every 
decision you make builds your Hero... and shapes his destiny. 

Play as a Fighter, play as a Magic User, play as a Thief. Each calling 
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An early game of planetary ecology 
in which the player must choose to save 
six endangered species. A unique 
simulation, but one which has grown 
old ungracefully. 

REACH FOR THE STARS 
(C/Ap/Il/M/I; #3.6,5.4,5 1 ,55,8 1 ) SSG; 
Roger Keating & Ian Trout; 1983; 
$45.00; ***** 

Adv/Str/1-4 

Arguably the best science fiction 
game ever released. Galactic conquest 
through detailed exploration, eco- 
nomic and production modules cou- 
pled with planetary invasions and 
space battles make for a product still 
worth playing. 

RENEGADE LEGION INTERCEP- 
TOR 

(I; #79) Strategic Simulations, Inc.; 
Todd Mitchell Porter; 1990; $59.95; 
*** 

Int/Tac/1-2 

Ship-to-ship combat in space; se- 
quential turns coupled with simultane- 
ous execution make this product 
reminiscent of early space simulations, 
but it provides an enjoyable interlude. 

ROADWAR EUROPA 
(A/C/I) Strategic Simulations, Inc.; 
Jeffrey A. Johnson; 1987; 0/P; **-(- 
Int/Tac/I 

Gang warfare in a post-Holocaust 
"cyberpunk" environment. Quite enter- 
taining when originally released, but its 
graphics have rendered it obsolescent. 

ROADWAR 2000 

(A/C/Ap/1; #32,49) Strategic Simula- 
tions, Inc.; Jeffrey A. Johnson; 1986; 
0/P; **-1- 
Int/Tac/1 

An early "cyberpunk" simulation, 
this was a hit when initially released. It 
is quite dated today, although it can be 
fun as a semi-"no brainer." 

ROBOSPORT 

(M/I) Maxis; Ed Killam; 1991; $59.95; 
N-R 

lnt/Land/Tac/l-4; M 

"Demetrius and the Gladiators" get 
mechanized in an urban environment; 
available under Windows (playable 
over LANs, too!). 

ROBOTWAR 

(Ap; #1.1,2.2,2.4,2.5) Muse; Silas 
Warner; I981;0/P; N-R 
Adv/Tac/I 

An early game, similar to Omega', 
touted when released, it is now rele- 
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gated to slow disintegration on one’s 
shelf of "lost games." 

RULES OF ENGAGEMENT 
(Am/I; #84) Mindcraft; Maurice 
Molyneaux; 1991 ; $59.95; **** 
Adv/Op-St/1 

Strategic starship combat in the 
Breach world. The interface is detailed 
and takes time to learn, although it is 
logical; the gameplay is extensive. 
Recommended, although many users 
initially criticized this game for its lack 
of a scenario builder. 

RULES OF ENGAGEMENT 2 
(I) Impressions; xxx; 1993(7); 
$69.95(7); N-R 
Adv/Op-St/1 

An updated version, only this time 
with a campaign builder included. This 
should be an interesting product and 
well worth a serious look. 

SEUIS 

(Ap; #2.6,3. 1) Strategic Simulations, 
Inc.; John Lyon; 1982; O/P; N-R 
Beg/Tac/1-2 

An acronym for "Shoot-Em-Up-ln- 
Space," it delivers exactly what the title 
promises. Strategy and arcade ele- 
ments, but of "collector" interest only. 

SECOND CONFLICT 
(I;#88)jSoft; xxx; 1991; $49.99; ***+ 
Int/Str/1-10 

A new approach to Reach for the 
Srar5-style space conquest. Second 
Conflict runs under Windows and fea- 
tures a scenario editor to modify vic- 
tory conditions, change the galaxy and 
adapt computer opponents. 

SPACE M* A* X 

(1; #35) Final Frontier; T.L. Keller; 

1987; O/P; ***-i- 

Adv/Tac/1 

A very detailed space station con- 
struction simulator. It suffers from two 
flaws; it is very educational and intel- 
lectually stimulating. Hey, I still like it! 

SPACEWARD HO! 

(I) New World; xxx; 1992; 7; N-R 
Beg/Str/1-20 


In the tradition of Reach for the Stars, 
an obscure Macintosh-oriented com- 
pany developed a game where space 
was literally the next frontier. Replete 
with horse opera cliches, this is an en- 
tertaining "beer and pretzels" version 
of the more serious economic/military 
space conquest school. Now, New 
World Computing is making it both 
accessible and networkable for the MS- 
DOS world. 

STAR CLASH H 

(I) Baen Publishing; Stephen Walton; 
1983; O/P; N-R 
Beg/Op /I -2 

A strategic conquest game where 
players elect to attack various star sys- 
tems and follow-through with the sur- 
face invasion. 

STAR COMMAND 

(I; #47) Strategic Simulations, Inc.; 

Winston Douglas Wood; 1988; O/P; 

Int/Tac/1 

Science fiction role-playing, with 
heavy emphasis on the role-playing as- 
pects, but does feature some tactical 
space combat. 

STAR CONTROL 

(1; #76,77) Accolade; Paul Reiche; 
1990; xxx; ***+ 

Int/Tac/I 

Strategy takes a back seat to arcade 
action in this graphically intense ship- 
to-ship combat simulation. Despite (or 
maybe because of) its lack of depth, it 
remains an enjoyable challenge. 

STAR CONTROL H 

(I) Accolade; Paul Reiche; 1992(7); 

xxx; N-R 

Int/Tac/1 

The sequel to Star Control, this one 
combines the action combat sequences 
of the original with the exploration and 
storytelling of Star Flight I & II lo 
create what initially appears to be a 
playable hybrid. 

STAR FLEET I 

(I; #5.4,5.5,30,33,37) Interstel; Trevor 
Sorenson; 1985; O/P; ***** 

Int/Tac/1 

Move from cadet to admiral in a su- 
perb rendition of the "main-frame" Star 
Trek. All the bells and whistles one 
could wish for; this reviewer still plays 
it today, even though the graphics are 
primitive. 

STAR FLEET H 

(1; #60,65) Interstel; Trevor Sorenson 
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Blast your waf through tiangm ousy 
low-level attacks. (RBMB) 


History records the 

evolution of man’s joumq^ 

to the skies. . . 

.1#^ \ . . .Now you CM 

\ relive it 


Is,-? :■ 


Sink enemy ships with torpedoes and dive 
bombs — if you can. (Aces of the Pacific) 


Design your own plays or customize 
over 200 stock plays. (WWII: 1946) 


The Great War Planes™ Series 


From the mud-filled trenches of WWI to the smoking ruin orraFrl Harbor, the evolu- 
tion of flight is celebrated in Damon Slyes epic Great War Planes™ series of historical 
flight simulations. Beginning with the award-winning Red Baron'^\ the series continues 
with WWII Pacific Theater combat in Aces of the Pacific™ and moves into modern-day 
action over the Persian Gulf with A-10 Tank Killer 1.5™. Now the excitement continues 
with all new expansion disks for Red Baron and Aces of the Pacific. The Red Baron 
Mission Builder updates the classic WWI simulation with new planes, new aces and a 
powerful mission builder that allows you to create your own historic missions. For Aces 
of the Pacific comes WWII 1946™, an expansion disk that explores the new planes and 
missions of an alternate future svhere the atomic bomb was never dropped and WWII 
continued past the boundaries of history'-. 
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Take on the great Axis and Allied aces 
in one-on-one duels. (Red Baron) 


Excellence in 
Flight Simulation. 

CDvnamix* 

■ PART OF THE SIERRA FAMILY 

To get your copy now, call: 

1 ( 800 ) 326-6654 



Sci-Fi Survey 



and Mark Baldwin; 1989; $59.95; * 
Int/Tac/1 

The stereotypical sequel — i.e. awful. 
The product was sufficiently underde- 
veloped as to destroy the parent com- 
pany. Released with major lock-up 
bugs and inability to access certain ele- 
ments of the program, Interstel prom- 
ised to make it good. They sent out 
revised disks, and never did get it to run 
correctly. A game with all the aspects 
of "Built by Committee." 

STARFLEET ORION 
(P) Automated Simulations; Jon Free- 
man and Jim Connelley; O/P; N-R 
Beg/Tac/2 

The tactical space combat game pub- 
lished on a cassette tape in 1978, which 
launched Automated Simulations 
(Epyx). 

STARSHIP COMMANDER 

(Ap; #2.5) Voyager; Gilman Louie; 

1982; O/P; N-R 

Int/Tac/I 

A starship simulator with individual 
crew rankings and a more detailed 
playing environment. 

STAR KING 

(1; #85) Spaceware; Walker Vanning; 
1991; $39.95; N-R 
lnt/Tac/1-7; M 

Battleship in space, only with more 
problems and less play value. 

STELLAR CONQUEST 

(#86) Delphi; Andy Green; 1991; xxx; 

N-R 

lnt/St/1 -Multi; M 

An on-line space conquest simula- 
tion. 

STELLAR CRUSADE 
(Am/ST/I; #48,50) Strategic Simula- 
tions, Inc.; Norman C. Koger, Jr.; 1988; 
O/P; ** 

Adv/Str/1-2 

Mr. Roger’s first professional design 
effort was severely marred by a manual 
which deleted eleven pages of neces- 
sary information and made the game an 
effort to play. Even with the documen- 
tation, "Space Ayhatollah," a game of 
religious jihad on an intergalactic 
scale, was simply not fun. 

STRATEGIC CONQUEST PLUS 
(M; #35) PBl; Peter Merrill; 1 987; O/P; 
N-R 
Int/St/I 

A R/.v/:-like game of conquest with 
elements of Empire. 



Wing Commander 


TRAILBLAZER 

(Ap) Zeta Systems; xxx; 1982; O/P; 
N-R 

Int/Econ/1-4 

The authorized computer version of 
Metagaming’s Trailhlazer board 
game. A multi-player game of eco- 
nomic speculation in space. 

TRUST & BETRAYAL 

(M; #47) Mindscape; Chris Crawford; 

1988; O/P; N-R 

lnt/Tac/1 

A Chris Crawford design which em- 
phasized inteipersonal relationships 
and verbal discourse between aliens. 
Innovative concepts marred by slow 
and obtuse game play. 

UFO 

(1; #66) subLogic; Bruce Artwick & 
Hugo Feugen; 1989; O/P; ** 
lnt/Tac/1 

Tired of Flight Simulator? Then try 
UFO — same mechanics, but a very 
different sort of aircraft. Personally, 
this reviewer found flying around look- 
ing for fuel to have the same appeal as 
a gas queue during the Oil Embargo of 
the 70s. 

UNIVERSE 

(A; #4.3) Omnitrend; Thomas R. Car- 
bone; 1984; O/P; *** 

Adv/Tac/I 

A detailed simulation of space explo- 
ration and trading. Multi-faceted and 
very deep, its playability suffered from 
documentation which was hard to in- 
terpret as well as an unforgiving game 
system. Build your own ship to speci- 
fications, but a wrong move can waste 
hours of previous play. Still one of the 
early classics. 

UNIVERSE 2 

(1; #29) Omnitrend; William Leslie 

111; 1985;0/P; **-i- 

Adv/Tac/I 

The sequel becomes a role-playing 
model. 


UTOPIA 

(I; #98) Konami; xxx; 1992; ?; 
lnt/Str/1 

Almost a Moonba.se/PowerMonger 
hybrid, Utopia will allow players to 
create cities on several different plane- 
tary types and to face three or four 
different alien opponents in trying to 
defend those cities. 

WAR OF THE WORLDS 
(At) Task Force; Joseph Delinski; 
1984; O/P; *+ 

Int/Op/I 

H.G. Wells’ Martian invader novel 
brought to the computer. Do yourself a 
favor and curl up with the book instead. 

WARP FACTOR 

(Ap) Strategic Simulations, Inc.; xxx; 

1983; O/P; N-R 

lnt/Tac/1 

Cosmic Balance for Apple machines. 

WHEN TWO WORLDS WAR 

(I) Impressions; xxx; 1993(7); ?; N-R 

Int/Str/1 

Aside from the tongue-twisting title, 
this is scheduled to be a detailed strate- 
gic simulation of planetary conquest 
with emphasis on economics, R&D 
and production. 

WING COMMANDER 

(I; #77,84) Origin; Chris Roberts; 

$29.95; 1990; ***** 

lnt/Tac/1 

This program set new standards in 
graphics and gameplay. Graphically 
intense and luxurious, it places the 
player in the role of a space combat 
pilot in an intergalactic war. Although 
the plot follows a "branching tree," the 
richness of the entire package makes 
this a "must-have." 

WING COMMANDER H 

(I) Origin; Chris Roberts; 1992; 

$79 95' ***** 

Adv/Tac/1 

Origin followed up its classic with a 
sequel worthy of the name. The graph- 
ics are even better, but the main im- 
provement has been the richness of the 
plot and gameplay. These products 
show off what current machines can do. 

WORLDS AT WAR 

(I; #70) RAW; John Almberg; 1990; 

$39.95; N-R 

Adv/Str/1-2 

A newer and competing version of 
Reach For The Stars, but ultimately 
less successful than its ancestor, cew 
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Party fiction 


Create your own face and personality 
modifying your skills, attributes, and 
character class. 


Rea'uit real people fyom coast-to-coast 
to help find the sea-et at the heart of 
an ancient volcano. 

Real People. Real Time... 

Join real people from all over rhe country in your quest to find the secrets of 
The Shadow of Yserbious. A kingdom has been buried by an ancient curse. The 
bravest adventurers have been called to band together to penetrate these shad- 
owy dungeons, challenging monsters and madmen along the way. Will you take 
up the cause? Quest with real people in real time, in an epic that’s as real as a ■* 
fantasy can get. J[\ 


Join others or set out alone - but 
beware. Anyone you meet could be a 
real person. .. or a deadly foe! 


Exceilence in*' 
Multi-Player Games. 
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I Save your stats and inventoiy at the 
* end of each session. Your character 
grows every time you play. 


The 

Sierra 

Network® 


Try it! FREE! If you have an IBM PC or compatible 
(286-16mhz or better) with VGA and modem. Call: 


1-800-SIERRA-1 


for a FREE TSN Start-Up Kit and 3 FREE HOURS of game play. 


An epic too big for 
one player. . . 

Introducing the first on-line, 

multi-player Fantasy 
— Role-Playing game. 







Awvards 


OOW Solutss 
The Games of 
the Year 



A lthough November may seem like a strange time to be 
handing out the Game of the Year awards, the bizarre 
timing accomplishes two major purposes. First, by 
nominating games which have reached the market from one 
Summer Consumer Electronics Show to another, these awards 
focus on the entertainment software industry’s sales year. If the 
awards were presented on the basis of a calendar year, most 
Christmas titles would be so new 
we could not have any reader rat- 
ings to factor into our editorial 
choices for the Game of the Year 
awards. By waiting to announce 
the nominations at Summer CES 
and to award the winners during 
the Fall, the readers have some 
impact (but are not the ultimate 
factor) on our decisions. 

Second, publishing these 
awards during this time frame 
provides a counterpoint to our up- 
coming Christmas Buying Guide 
in the December issue. The Game 
of the Year awards provide our 
critical perspective on games 
which have been on the market 
for a while, while the buying guide pro- 
vides the most up-do-date information we 
can provide on upcoming Christmas re- 
leases that we think will be important. 

This year’s awards may also be some- 
what controversial. Some of the winners 
do not fit neatly into any particular cate- 
gory. The basic definitions which we try 
to u.se for the categories (except for the 
obvious category of Sports) can be found 
in the CGW Glossary in this issue’s edito- 
rial. However, this year’s nominees 
seemed to allude our artificial taxonomy 
more than in any previous year. So, cue 
the fanfares, release the balloons, uncork 
the champagne and trot out the celebrity presenters. It’s time for 
the awards! 

Action Game of the Year: 

In general, action games are considered to be variants of the 
running, jumping, shooting, die-a-lot games from the worlds of 
coin-ops and video games. This year’s best four titles add addi- 
tional elements to the recipe. Gods, from Konami (by the Bitmap 
Brothers), offers fast and furious arcade-style action with the 
prolific number of “boss monsters” one would expect out of, 
primarily, a cartridge game publisher, but afso provides enough 
exploration and puzzle-solving to raise it above the typical action 
crowd. Wing Commander // from Origin (Chris Roberts, de- 
signer) built upon the sure-fire success of its predecessor. Wing 
Commander (the CGW Overall Game of the Year in 1991). 
Adding a speech module and greatly expanding the story ele- 
ments from those in the earlier game. Wing Commander II: 
Vengeance of the Kilrathi is an excellent product and points 
toward a successful future for all the products in the Commander 


series. Spectrum HoloByte’s Super Tetris (Gilman Louie, Al- 
exey Pajitnov, Vladmir Pokhilko, Joel Powers and Les Watts) 
went back to the basics that made the original Tetris a major 
success. The addition of new elements of strategy with bombs 
and treasures made an already great game, even greater. Techni- 
cally, Psygnosis’ Lemmings (DMA Design) should have been 
eligible for last year’s awards, but a 
technical glitch caused CGW to be 
late in getting a review copy. With 
the phenomenal success of both 
Lemmings and its sister program. Oh, 
No! More Lemmings! , we simply had 
to nominate it for this year’s award. 

And the winner, according to the 
several thousand tiny envelopes on 
the podium, is Lemmings, the action- 
strategy game that requires quick- 
thinking, fast reflexes and overall 
strategy to keep those cute little crea- 
tures alive on the computer screen. 
In action, whim.sey, challenge and 
fun. Lemmings wins the prize. 

Adventure Game 
of the Year: 

This is an interesting cate- 
gory due to the number of 
quality titles released each 
year. This year. Sierra’s The 
Legend of Robin Hood: Con- 
quests of the Long Bow 
(Christy Marx) garnered a 
nomination because its at- 
tention to historical detail 
(including the music) and 
number of puzzles made it 
the best graphic adventure 
since Sierra moved to the full 
“point and click” interface. 

Access’ Martian Memoran- 
dum deserves a nomination because of its extensive use of 
multimedia effects in a floppy disk-based product. LucasArts 
garnered two nominations. Indiana Jones and the Fate of Atlantis 
(Hal Barwood and Noah Falstein) rates a nomination because of 
the excellent story, beautiful interweaving of art and music, and 
its daring attempt to provide three playable gamie tracks. 
LeChuck’s Revenge: Monkey Island 2 (Ron Gilbert) rates high 
marks for both its challenging puzzles and wonderful sen.se of 
humor, along with a stunning visual presentation based on new 
scanning technology. 

The envelope, stuck together with some type of green, viscuous 
substance, please. The winner of CGW’s Adventure Game of the 
Year is LeChuck’s Revenge: Monkey Island 2. 

Role-Playing Game of the Year: 

In the category CRPG, three sequels and two original games 
were nominated. Strategic Simulations, Inc.’s Eye of the Be- 
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Take-A-Break! Crosswords features 
over 360 crossword puzzles with 
scrolling clues and a hint option. 


Screen Amies; The Adventures of 
Johnny (Castaway is a Windows'"' 
screen saver that tells a story. 


Incredible Machine is a warped and 
wondetfil workshop for yonr brain. 
Build bizarre machines on screen. 


Gobliiins is hrain-hruising game 
goodness for true warriors of the 
warped. This is an adventure game 
starring imps with altitudes. 


Sure we’re the hipest 


name m computer games 

...But we still 
make the best 
little gilts. 


Stuff a Stocking with Sierra 

Just because we create best-selling adventure games like King's Quest and best-sell- 
ing flight situs like Aces of the Pacific doesn't mean we can't put together the best 
little packages of fun for your computer, ( iheck out Take-A-Break: (Irosswords, a 
package that provides fast-loading fun for Windows"^ users. Or build a convoluted 
contraption on your computer with Incredible Machine, an erector set for your 
brain. Or coturol Utjoter, Dwayne, and BttBo, a trio of fiin-loving imps with a 
mission in (lohliiins. Or just sit back and watch The Adventures of Johnny 
( '.astaway, the first screen saver that actually tells a story. More proof that really 
cool things still come in small packttges (with small price tags to match). 


Time Wastjng Stuff. 

SIFRFw 

To get your copy now, call: 

1 ( 800 ) 326-6654 
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Awvards 


holder 2 (Westwood Associates) deserves commendation for 
following in the strong graphic and solid play-balance tradition 
of the original. New World’s Might and Magic III (Jon Van 
Canegham) earns consideration for its new graphic look, use of 
sound and challenging play. Origin’s Ultima VII (Lord British) 
pushed the technological envelope with its new AI routines for 
party movement and NPC combat, as well as its object-oriented 
approach to the game map. Of the two original titles. New 
World's Planet's Edge (Eric Hyman and Jon Van Caneghem) 
reveals new creativity in the types of worlds to be explored and 
puzzles to be solved, while Origin’s Ultima Underworld: The 
Sts'gian Abyss (Paul Neurath and Blue Sky Software) broke new 
ground with its 3-D perspective 
and solid role-playing system. 

The winner, according to my 
simulated 3-D, polygon-filled en- 
velope, is Ultima Underworld, the 
game that’s safer than being in a 
real dungeon, but doesn’t seem like 
it. 

Simulation of the Year: 

This year’s period of eligibility re- 
ally raised the ante on simulations. 

Virgin’s Shuttle (Vektor Graph- 
ics) and Three-Sixty Pacific’s 
Megafortress both offer extremely 
detailed simulations of unique air- 
craft. Neither are "load and shoot”- 
style simulations, but require the 
player to stretch and learn some- 
thing about the world they are 
modeling. Gimship 2000 from Micro- 
Prose brings the realism of small unit 
tactics and updated graphics to a game 
design which was already a Hall of 
Fame member. LucasArts’ Secret 
Weapons of the Luftwaffe (Larry Hol- 
land) could have been nominated in the 
wargame category as easily as the simu- 
lation category, since the strategic game 
is so challenging. In addition, SWOTL 
offers the most detailed flight models of 
any of the LucasArts (nee Lucasfllm) 
air combat series. 

The mo.st daring technological leap, 
however, was probably that taken by 

Spectrum HoloByte when they released Falcon 3.0. Though 
some readers have suggested that we give Falcon 3.0 the award 
for being “The Buggiest Game Ever,” we have to recognize that 
the number of bugs is correlative to the improvements attempted 
in flight model, computer opponent routines, terrain resolution 
and detail. The company is continuing to improve the product 
and fix the glitches. In spite of the problems, the flight plans 
sealed in the envelope reveal that the winner is: Falcon 3.0. 

Sports Game of the Year: 

Sports games come in such varied packages that we have four 
widely diverse nominees, from the almost pure action of Acco- 
lade’s Mike Ditka Ultimate Football (Gene Smith) and Elec- 
tronic Arts’ 4-D Boxing (Distinctive Software, Inc.) through the 
hybrid Tony LaRussa Ultimate Baseball (Beyond Software, pub- 
lished by SSI ) and on to the full statistics of a coaching simulation 
like NFL Pro Football (Micro Sports, Inc., distributed by In- 
terplay). 

The cleat-marked envelope indicates that Tony LaRussa Ulti- 
mate Baseball is the winner. Its balanced blend of action and 
statistics, along with constant improvements from the design 
team, make it the winner in this year’s league of contenders. 


Strategy Game of the Year: 

Strategy games are relatively easy to define (see the editorial), 
but they are not always easy to distinguish from a popular subset 
of strategy games, wargames. Some publishers have found that 
they prefer to position their combat games as strategy games to 
remove some of the stigma from the wargames category. Hence, 
Sid Meier was reluctant to call Sid Meier’s Civilization (Micro- 
Prose) a wargame and we are able to justify calling it a strategy 
game because it offers city construction, diplomacy and econom- 
ics in addition to warfare. Bruce Williams Zaccagnino’s and 
Thurston Searfoss had something of the same feeling with The 
Lost Admiral, fearing that emphasis on the ship-to-ship combat 
would cause gamers to overlook the basic strategic challenge. 
Either game could have been placed in the wargames category 

as easily as this one. 

More traditionally within the 
strategy game genre are QQP’s 
Solitaire’s Journey (Andrew Viss- 
cher and Bruce Williams Zac- 
cagnino), which provides the 
greatest number of solitaire vari- 
ants in the context of two extremely 
clever campaign games; Inter- 
play’s Omar Sharif on Bridge 
(Chris Emsen), which presents an 
all-around solid package for the 
novice to intermediate bridge 
player with enough interface re- 
finements to make a complex game 
simpler; and Electronic Arts’ 
Populous 2 (Bullfrog), which 
creates new challenges for the 
aficionado of I990’s Strategy 
Game of the Year. 

And the winner, if we can get 
this wet envelope open is The 
Lost Admiral, a strategy game 
where the artificial opponent 
gets stronger every time the 
gamer returns to it. 

Wargame of the Year: 

A subset of strategy games, 
wargames emphasize conflict 
from a command perspective. 
This year’s nominee’s range 
from Gary Grigsby’s Western 
Front and Carrier Strike (both 
published by SSI and both en- 
hancements of earlier designs 
by the prolific wargame designer) through Mark Baldwin’s (and 
Bruce Williams Zaccagnino’s) The Perfect General (a beauti- 
fully play-balanced tactical game of WWII-style land combat 
from QQP) and on to Dan Bunten’s Global Conquest (a strategic 
level planetary conquest game for 1-4 players, set in the far 
future) from the MicroPlay label of MicroProse. In addition, 
Three-Sixty Pacific has a bonafide contender in its first V is for 
Victory release, Utah Beach. 

The envelope is arriving by long-range artillery and the winner 
is. The Perfect General. 

The CGW Overall Game of the Year: 

All of which leads us to the most prestigious award. It should 
come as no surprise to anyone that CGW’s Overall Game of the 
Year is, the papyrus please, Sid Meier’s Civilization. Sid Meier’s 
Civilization offers a fresh new style of game which combines 
construction, diplomacy, economics and conflict into a fascinat- 
ingly addictive entertainment. The designer who has the most 
titles in CGW’s Hall of Fame has done it again, cgw 
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Dive down an island canyon as blasts buffet your bi- 
plane and you head toward your landing strip -a speeding 
traini Trade your stunt pilot's stick for a megaphone and 
direct the action from the ground, a 
moving vehicle, even the air. Edit the 
explosive footage you've filmed with 
the thunder of sound effects, music 
voice-over' in the post-production 
studio. 

Do it all. - 

Fly. Film. Edit. Or just watch it ail un- « 

fold. It's up to you. 

Stunt Island is a flying and film- 
making paradise. With more than 4; 
dynamicaliy-correa aircraft, 30 diverse 
shot locations, 1,000 pre-built props 
and eight cameras at your disposal. All made graphically 
real through advanced Gouraud shading in 256-coior VGA. 
w All at your command. 


TO ORDER: Visit your 
software retailer or call 
1 - 800 - 688 - 1520 . 


Published by Walt Disney Computer Software, Inc. 
500 S. Buena Vista St.. Burbank, CA 91521*6)85 
For IBM and 100% compatibles 
Aaual VGA screen shots 
' Sound Blaster card and microphone required, 

® DISNEY i 
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Game Hints 



A h. there you are. Come in, 
come in. My, you look a trifle 
peaked today. Must be all that 
heavy-duty adventuring you’ve been 
indulging in lately. Take a seat by the 
fire (chilly, these autumn evenings) 
while Fred whips up a little something 
for you. What you need is a vacation, a 
trip to someplace calm and not so try- 
ing on the nerves. There’s a gem of an 
island 1 know about that would be per- 
fect... 

Legend of Kynmdia is Westwood 
Studios’ first pure adventure game. 
Taking a breather from the usual 
hack’n’slash associated with their Eye 
Of The Beholder series, they have pro- 
duced what might almost be called a 
quiet fairy tale. 

There are no dank dungeon passages 
teeming with evil critters and there is 
no party of heroes cutting a swath of 
death and destruction as they ramble 
down the tunnels toward their appoint- 
ment with Foozle. Just Brandon, the 
not-too-bright hero of the piece, bum- 
bling his way to the big encounter with 
Malcolm the demented jester (some- 
thing along the lines of an early Joker 
model). 

Unfortunately, this rather light- 
hearted air is somewhat marred by 
Westwood allowing a four-letter word 
into the game. Its appearance is all the 
more astonishing since Kyrandki is 
certainly not an "adult" product by any 
stretch of the imagination. Outside of 
this one incident, the game is really 
quite innocuous. 

So why Westwood chose to shoot 
themselves in the foot this way is a 
mystery. In any event, parents of 
youngerchildren are advised that Bran- 
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don’s demise at 
the lava river 
(should that 
happen) is not a 
sight for young 
eyes to see. 

That said, 

let’s move on to the game itself. Bran- 
don comes from the "young heir spir- 
ited away for his safety" tradition, and 
has no idea for some time that he’s 
actually the rightful ruler of Kyrandia. 
Considering some of his actions later 
on, perhaps this is Just as well. 

Anyhow, Brandon returns to his cozy 
treehouse one morning to find his 
grandfather turned into a stone statue. 
Right there, you know it isn’t going to 
be a good day. There’s nothing that can 
be done for the old boy, so just clean 
the place out and get a move on (look 
everywhere; you never know what you 
might find). 

After the big scene where the tree 
tells Brandon that (of course) he and 
only he can take on Malcolm and undo 
all the nastiness the crazy jester is per- 
petrating, it’s time to explore the envi- 
rons. No auto-mapping here, so you’ll 
have to dig out the graph paper, but it’s 
all very straightforward stuff and you 
should have no trouble. Naturally, 
Brandon snarfs up anything he can get 
his hot little hands on as he snoops 
around. 

Somewhere in all this Brandon will 
come across Merith and his marble. 
Flave no fear, Brandon’s gonna catch 
up to him eventually, so if Merith 
scoots out of sight, don’t worry about 
it. Better right now to find the chapel 
and have a little chat with Brynn. 





She mentions a mysterious amulet 
and sends our hero out to pick a laven- 
der flower. If you did all your mapping 
before this, you may already have it, or 
if not, you certainly know where to find 
it. Whichever, Brynn gets her flower, 
performs a little magic act on it (be- 
cause a little magic is all that she and 
most other people have these days, 
courtesy of Malcolm), and hands Bran- 
don a silver rose. 

How touching! However, that rose 
has a purpose, and it ought to be pretty 
obvious what to do with it (especially 
considering where you found the other 
one, not to mention Merith and his mar- 
ble, but I did anyway). So now, all 
Brandon has to do is get across the 
broken bridge. This is also not a prob- 
lem, if Brandon has looked everywhere 
and grabbed everything (note: Herman 
does need a little time, so do this early). 

First thing across the bridge that 
Brandon comes to is the home of Darm 
and his pal, Brandywine the dragon. 
Darm is either extremely absent- 
minded or senile; since the results are 
about the same either way, it doesn’t 
much matter which. 

Anyway, Darm needs something to 
write with, and sends Brandon out for 
a quill (this game could easily have 
been subtitled "The Errands of Bran- 
don"). This is your opportunity to do 
some more mapping (I knew you’d be 
thrilled). 
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By the way, since Brandon can only 
hold so many items at once (like, ten), 
it may be necessary to drop some stuff 
now and then. Find a convenient loca- 
tion, and cache a few things there; they 
won’t disappear. 



As Brandon wanders around the 
landscape, he’s likely to come across a 
hole in the ground. Prettv deep hole. I 
bet something goes into it. Maybe even 
more than one something, or two some- 
things. Whatever, Brandon should 
have the quill soon after. Then of 
course he rushes back to Darm, who 
writes up the magic scroll. Hang on to 
that scroll, ’cause it’s useful in more 
than one place. 

Now it’s time for the Great Gem Col- 
lection (don’t forget to re-visit the 
stream). The jewels appear randomly 
all over the place, so Brandon will just 
have to go looking for them. There 
wasn’t any rhyme or reason I could 
come up with for the solution; trial and 
eiTor is what works here. Save the 
game, and keep trying gems until you 
find the ones that work (the ones that 
don't vanish in a spurt of fire). 

During his wanderings, Brandon 
probably came across an ominous- 
looking cave entrance. Trying to go 
inside triggers a cameo appearance by 
Malcolm himself. You’ll likely be ap- 
palled at the way Brandon smart- 
mouths the jester, especially as 
Malcolm is juggling knives at the time 
(well, I did warn you that Brandon 
wasn’t too swift). 

However, you just have to sit there 
and hope for the best, since the conver- 
sation is all automatic. Then, Malcolm 
retreats into the cave and thoughtfully 
freezes the entrance. Luckily. Brandon 
has done all the right things up to now 
(well, hasn't he?), and can shatter the 
ice with no trouble — ending the scene 
on a high note. 

Now comes the fun part; getting 
through the dark passages beyond. 
Hate to tell ya, but some of Fred’s 


relatives are lurking around in there. If 
Brandon sashays into a dark room 
without light... well, let’s not think 
about it. 

Actually, we’ll have to think about it. 
Dying around here is inevitable. The 
fireberry branches only last for 
three rooms, so you’ll just have 
toguess which way togonext(to 
reach the next bush) and sooner 
H or later (probably sooner) you’re 
H going to guess wrong. Save a lot 
^ as you map out the caves. 

Remember that Brandon 
should grab everything he comes 
across, and look around (even 
better, click around) carefully 
when he gets to the outdoor room 
(with the braziers on either side 
of the door). Now, even with the 
fireberries, there will be some 
rooms Brandon can't get to be- 
cause they are too far from a bush. 
Leave those for now and worry about 
finishing up the Pantheon of Moon- 
light. Hint: what you need isn’t in the 
caverns. Don’t you wish Fd tell you? 
Well, you just got your hints. Hope 
Brandon found the gold coin. 

Oh, getting back out (after that door 
shuts when Brandon goes inside). Yes, 
that could be a problem, but not if Bran- 
don collected five items. It has to be 
five. You’ll find out why when you use 
’em (like I said, our boy has rocks for 
brains). 

Anyway, once the Pantheon is fixed 
up, Brandon can make it to the infa- 
mous lava river. A hot place, but if 
Brandon doesn’t lose his cool, getting 
over is a snap. That was a lot of 
trouble for a measly key, but it’s 
an important one, so don't lose 
it. And now Brandon can scoot 
across the chasm and finally get 
out of here before he comes 
down with claustrophobia. 

Of course, the first thing that 
happens after he leaves is that he 
gets conked on the head by a 
falling branch. That’ s not so bad, 
really, since Zanthia finds him 
and drags him into her hut. She’ s 
the one who finally tells Bran- 
don about his true identity, and 
then sends him out to get some 
magic water. 

The fountain is only a few steps away 
(do NOT pet the frog; or save the game 
first!), but Malcolm makes another 
guest appearance and walks off with 
part of the fountain. Now Brandon has 
to play hide’n’seek to find it, but that 
isn’t too hard (the magic scroll helps, 
and this is the last time it’ s needed), and 


besides, it gives you the chance to map 
this area out. 

So, after Brandon gets the flask filled 
(feeling thirsty today?), naturally, Zan- 
thia sends him out after something else 
— this time blueberries. However, 
when our boy gets back... no Zanthia. 
Yup, Malcolm’s up to his tricks again, 
and it will be a while before you see her 
again. 

This means Brandon has to make the 
potions himself. How wonderful. (Of 
course, you’ve always wanted to dab- 
ble in Alchemy, right? Here’s your 
chance!) First, though, he should check 
out the woods on the other side of the 
trap door (more mapping), and as 
usual, grab everything he can. 

Now, about those potions: think pri- 
mary colors. Think about two of the 
same. Look over your inventory for 
ideas. Then save and start experiment- 
ing. You’ll want one potion of each of 
two colors, and two potions of the third 
color. What to do with them should be 
obvious, if you’ve mapped around. 

So, about that chalice floating in the 
air that Brandon saw earlier during his 
peregrinations: bet you already fooled 
around there and tried to get it, and had 
the little faun come by to grab it away 
from you. Tch! Brandon must be get- 
ting slow in his old age (grin). 

Anyway, our hero should be able to 
get into the little treehouse now. Then 
it’s only a matter of finding out what to 
trade for the chalice. It’ll be right out- 
side when Brandon leaves. 

Speaking of leaving, it’s just about 



time to pay a visit to Malcolm (you’ve 
been waiting for this moment, right? 
hehe). Okay, find the launching point 
and get going (you did experiment with 
the potions to see their effects, of 
course?). Take a souvenir before you 
depart. 

On the other side, the first thing Bran- 
don finds is the grave of his parents. 
Looks a bit neglected. Pity. We (or at 
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least Brandon) must do something 
about this. A little token of filial respect 
will suffice. 

How about that! Momma Brandon 
makes a special guest appearance. 
Good old mom! And just in time, too. 
Brandon will need her gift to get past 
the gate (and those dragons on top of it). 

So, Brandon’ s in the castle at last, and 
naturally Malcolm Is there to greet him. 
Luckily the batty jester is in a good 
mood, so Brandon can snoop around. 
There’s a lot of junk lying about, much 
of it useless. The kitchen and library are 
the only important rooms on the ground 
floor. 

Before Brandon goes traipsing 
through any secret passages in the li- 
brary, he should check out the books. 
Hmmm, did you hear a click? Bet that 
means something. But, I’m not gonna 
spell out the answer; Brandon will have 
to do that on his own. 

Luckily for Brandon, the secret pas- 
sages are not full of Fred’s pals, but it 
does help to see in there. When Bran- 
don gets to the right spot (which will be 
obvious), a certain spell will help (this 
is another of those trial and error jobs, 
and one more is coming up). 

Speaking of up, let’s visit the next 
floor. Hey, it’s our old buddy Herman 


(the guy who fixed the bridge, way 
back when). Only he doesn’t look too 
good. In fact, he looks downright un- 
healthy and that saw is very sharp; I 
don’t recommend trying to just waltz 
by it without some precautions. 

When Brandon does get into the 
room, he’ll find a statue of someone 
he’s met before (now you know where 
all those people disappeared to!). 
What’s important here are the bells. 
Yep, this is the trial-and-error puzzle I 
said was coming along. Brandon only 
has to hit four of them, in order. Think 
wrap-around here. 

Okay, it’s time to see what’s behind 
those doors at the back of the Great 
Hall. Hmmm, the Royal Foyer, with a 
locked door and three pillows. Now 
what do you suppose could go on those 
pillows? Oh yeah, I forgot, this is trial 
and error, too, but nothing bad happens 
if you make a mistake. 

However, save the game here, be- 
cause once the vault door opens, there’ s 
no opportunity to save afterwards! All 
right, now Brandon can fiddle around 
to get the door open. Naturally, Mal- 
colm pops in, but Brandon pops him a 
good one on the jaw and strolls into the 
Kyragem room (not smart, our hero, 
but he has a good right!). 


This is where it gets tricky. Malcolm 
will recover soon and he won’t be in a 
good mood. Brandon has only a short 
time to prepare himself or he’ll end up 
as the newest addition to Kyrandia’s 
first rock group. Reflect carefully on 
what needs to be done (and It is best 
done quickly). Whew! Malcolm does 
himself in, the gem is repaired, every- 
one is restored, peace, light, and joy are 
returned to the world, etc., etc., etc. (At 
least until the next time you go adven- 
turing). 

And that’s about it for now. In the 
meantime, if you need help with an 
adventure game, you can reach me in 
the following ways: 

On Delphi: stop by the GameSIG 
(under the Groups and Clubs menu). 

On GEnie: visit the Games Round- 
Table (type: Scorpia to reach the 
Games RT). 

By US Mail (enclose a self-ad- 
dressed, stamped envelope if you live 
in the US): 

Scorpia, PO Box 338, Gracie Station, 
New York, NY 10028. 

Until next time, happy adventur- 
ing! CGW 
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Industry IXIews 

Abstracts from the Journal 
of Computer Game Design 


CGW regularly prints abstracts from 
The Journal of Computer Game Design 
in order to stimulate thought concern- 
ing the philosophies behind and devel- 
opment of computer games. The last 
article was in CGW #95. This article 
covers JCGD Issue 5.6. 

Making the PC 
Speaker Speak 

by Hal Martin 

A lthough various high level lan- 
guages allow programmers to 
use functions such as sound() 


; FUe vOCeTRKASM • Thtt progfam plays e dignic&o 
.v>oio» iradi as generated try SoundBlastdr se a 
.pulse-widih modulaUHl signal on the iniernal SM 

VoicsTifcParms struc 

A oup I?) ; pushed Bp E8 and 
return addre^ 

StaitOfbvt dw ? ; uffsel cit addrctss of voice track 

buffer 

dtertSegrnent dw ? ; aegtnem Mdrees ot voice track 

bufter 

Tree KLength dw ? : Length or voice track 

VoiceTrkParms ends 

.mpdei targe 
code 

public _VAMC«Trk 

^VoicoTik proc far 
pusti bp 
push es 
nisv bp.sp 

mov si,StartOffset[bp4 
fiiov es.SiartSegment^bp] 
tnov cxJracM^rrgtnf;^] 
in al,6ili 
push 8LK 
mo>,’ aMFh 
and eJ.CFCn 
out etn.al 

mdv b(i,0 


and nosoundO (used in C to enable the 
program to play a single melodic line 
of music on the IBM’s internal 
speaker), it is difficult to figure out how 
to program speech and more complex 
sounds on the internal speaker. Martin 
offered some instructions on accom- 
plishing the task. 

He noted that the internal speaker can 
only be turned off and on. There is no 
amplifier feature to increase/decrease 
sound gradually. When the higher level 
languages use their particular function 
to play a single melodic line, they are 
directing the off and on switching of the 


Cll 

OuldfLOOC. 
mov <}h.O 
mov dLss 
test di.ah 

jz irincvLcup 

Of 

out 61 ti.aJ 
InnerLoop. 
ciiip dl.dh 
jnn NaStiutOown 
and alOFCfi 
oM 61 h.al 
NoShiitDoMin: 

me dh 
emp dh3£ 
joe InnerLoop 
inc bp 

loc4> Ou;erLoop 
sb 

pCfi ax 
out dih.sgi 
pep es 

pep tlfl 
lelf 

_VoiceTtk endp 
vnd 
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speaker through the ouput of Timer 2 
in the PC’s 8253 timer chip. 

To create speech, however, Martin 
observed that one must implement a 
pulse width demodulation scheme. The 
figure on this page shows a sine wave 
as it appears both pulse modulated and 
demodulated. Martin’s approach al- 
lows the printed listing to support 
either a SoundBlaster compatible 
board or, of course, the internal 
speaker. 

The function in the listing can be 
called from Microsoft C-t-t- using the 
prototype: 

extern "C" void far VoiceTrk(char far 
*Start, int Length); 

where Start is a far pointer to the begin- 
ning of the array of samples and Length 
is the number of samples. 

Martin went on to explain how the 
function sets up two loops and admits 
that this is a crude implementation. 
However, the full article should pro- 
vide some idea of where programmers 
can begin in working with the internal 
speaker. 


Programming 
'M.C. Kids” 

by Gregg Iz-Tavares and Dan Chang 
(M.C.Kids) 

Chang and Iz-Tavares shared some of 
their discoveries in dealing with the 
limited features of the 8-bit Nintendo 
Entertainment System. Their Nintendo 
game, M.C.Kids, is a platform game 
where the Hamburglar from the Mac- 
Donald’s commercials has stolen 
Ronald MacDonald’s magic bag and 
the player (as either Mick or Mack) has 
to retrieve the bag before dire conse- 
quences set in. The game offers over 40 
playable levels and uses 28 different 
creatures, 16 different objects and 27 
varieties of platform. 

The article had very useful informa- 
tion on setting up tilesets for platform 
games. The designers observed that 
each tile type has seven attribute bytes 
to define it. Of those, the first four 
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define which characters to put in the 
screen memory for each corner of the 
tile; the fifth byte defines which col- 
orset the tile uses; the sixth specifies 
the type of tile it is (e.g. 0 = Sky, 1 = 
Solid, etc.); and the seventh records 
any transformation characteristic (e.g. 
will ice turn to water when stepped 
on?). 

In addition, each tile has five colli- 
sion routines ( a later article is expected 
to explain these more fully), two con- 
tour tables and various flags like 
AT_BEHIND (which enables an ob- 
ject’ s sprites to be displayed behind the 
tile) and AT_ABOVE (which allows 
for tiles with height (like hill tiles) to be 
placed atop a given tile). 

Each tileset may contain up to 64 
characters and, at most, 64 tiles. Fur- 
ther, tilesets can use no more than four 
colorsets, since the NES can only dis- 
play four character palettes. Finally, 
each level in the game may consist of 
up to four different tilesets. Here is an 
example; 

In this example, the tile at position 0,0 
in the map is retrieved. It is tile 4. 
Looking into the tables, one finds the 
four characters that make up tile 4 and 
places them in their proper positions to 
create a lUp block (in M.C.Kids, this 
creates an extra life for the player). 


Note that the tile uses colorset 1 and is 
of type X (- extra life). 

The article also explained how to ani- 
mate shapes by using sprites and noted 
that the "hot spot" for most videogame 
shapes is usually the bottom center 
pixel. 

Lessons from "Patton 
Strikes Back" 

by Chris Crawford (Balance of 
Power, Patton Strikes Back) 



Chris Crawford 
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Chris Crawford closed out the issue 
with an article based on his speech at 
the Computer Game Developers Con- 
ference. Here are the five basic lessons 
which Chris believes he learned from 
designing, producing and developing 
Patton Strikes Back. 

Lesson 1 : Start with a clear mission 
statement. 

Crawford states that he knew exactly 
what he wanted to do with the design 
from the very beginning. This simpli- 
fied the difficult choices in the design 
trade-off process so that Chris didn’t 
have to decide which feature/option 
was better. Instead, he merely had to 
decide which design decision met the 
mission statement. 

Lesson 2 : From Miss Goody Two- 
Shoes to Hairy Hacker 

There is always a tension between 
clear, commented and well-structured 
code and those quick and dirty hacks 
that help a programmer/designer finish 
the game. Chris suggests that when one 
is working in the long-term (and espe- 
cially when one might need that same 
routine again some day), one should 
strive for clean, structured, commented 
code. During crunch time, there is al- 
ways the chance to cut corners and get 
the product out the door. 

Lesson 3 : Don’t be seduced by the 
cleverness of your own ideas. 

If a great idea makes it almost impos- 
sible to get a marketable conversion out 
the door, don’t sell yourself short by 
forcing Macintosh design decisions 
into an IBM world. 

Lesson 4 : Bake the cake first, then 
add the icing. 

Publishers like glitz. Designers like 
games. Crawford suggests that design- 
ers create the game with the features 
they want in it and let the software 
publisher’s producers and marketing 
experts determine what kind of "icing" 
to put on the "cake." 

Lesson .5 : There ain’t no rest of us. 

Crawford attempted to circumvent 
the wargame aficionados with Patton 
Strikes Back and reach the "rest of us." 
It didn’t sell. He implies that fighting 
the aficionados is like fighting stock 
market momentum. Without the sup- 
port of the hardcore, one cannot make 
money on a game, cgw 
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boards, speakers, headphones, and 
CDR drives for all your multi-media 
needs. 


JOYSTICKS AND MICE 
Take control of your games with joy- 
sticks by ThrustMaster, CH Products, 
Gravis and Winner. 


MULTIMEDIA 

CL MM CDR Drive/bndl forSB Pro369.95 
CL MM CDR Drive/bndl w/SB Pro 559.95 
CL MM CDR Drive w/SB ProBasic 449.95 
CL Video Blaster 349.95 

MediaVis kit w/ProAudioSpec -i- 769.95 
MediaVis kit w/ProAudioSpec 16 959.95 
Computer Eyes RT 434.95 

TelevEyes VGA-to-TV converter 229.95 
WIN TV 449.95 


Math Coprocessors call 

BocaFaxModm i4400bpsv.32bis.int 239.95 
SupraFaxModmi44oobpsv.32bis. ext. 299.95 
Su praFax Md m 1 44oobps v.32bis.exi.win3 19.95 


EDUCATIONAL ENTERTAINMENT 


Alge-Blastr -I- 29.95 
Barbie Fash 24.95 
Body lllustr. 47.95 
Bodyworks 47.95 
Buskbuck 24.95 
Carmen S. Diego 
ChalAncEmp 29.95 
ChemWorks 44.95 
Dane Planetsi 49.95 
Donald Alph 12.95 
Dr. Quandry 35.95 
Duck Tales 14.95 
Eco Quest 33.95 
EcoSaurus 24.95 
Earthquest 35.95 
GramrGremln 29.95 
HedlineHarry 29.95 
H.Harry 256 34.95 
I Q Smarts 24.95 
Kid Pix 34.95 
Kid Works 29.95 
KnwIedgAdv 47.95 
Life & Death 23.95 
MathBIster-t- 29.95 
MathBIsterSp 29.95 
Math Mystery 29.95 
Math Rabbit 25.95 
Math Zone 32.95 
MBeacn Type 31.95 
McGee 24.95 
Memry Lane 22.95 
MetgnmMus 29.95 
Mickey's series 
MidnitRescue 29.95 
MixFairyTale 29.95 
MixMthrGoos 29.95 
Newsrm Pro 26.95 


NmbrMncher 29.95 
OperNeptune 34.95 
Orbits 35.95 

Oregon Trail 29.95 
Out Numbrd 29.95 
Phonics Plus 26.95 
Playroom 29.95 
RndmHsEnc 71.95 
Read 'n Roll 29.95 
ReadrRabb 2 34.95 
Reading&Me 24.95 
Ready Lettrs 34.95 
Science Adv 47.95 
Second Math 32.95 
Speed Readr 29.95 
Spell-a-Sarus 29.95 
Spellbound 31.95 
Spell It -I- 29.95 

StikybrRead 24.95 
StikybrType 29.95 
Story Teller 31.95 
Student Org. 29.95 
Studyware: exams 
Studyware; classes 
SuprMneher 29.95 
Think Quick 31.95 
TimeRiders 34.95 
Treasure Mtn 29.95 
Treehouse 34.95 
Typing Tutor 29.95 
What’s My Angle 
(geometry) 29.95 
Word Attack vocab. 
Eng.Fr.Spn ea. 29.95 
Wrd Muncher 29.95 
Writing/Pub 39.95 
Writer Rabbit 29.95 


GAMES 

A-10E Tank Killer35.95 
A-Train 41.95 

Aces of Pacific 46.95 
Action Stations 29.95 
Advanced D&D series 
Airbus A320 46.95 

AirForceCmndr 35.95 
Amer Civil War 24.95 
Amer Gladiators 24.95 
Arcade Hits 24.95 
Armada 2525 32.95 

ATP Fit Assign. 36.95 
B-17 41.95 

Back to Future series 
Bart Simpson 29.95 
Battle Isle 29.95 
Birds of Prey 31.95 
Boom Box 35.95 
Carrier Strike 41.95 
Castle Dr. Brain 29.95 
Civilization 38.95 
Command HQ 35.95 
Cnqst Long Bow 39.95 
Crisis in Kremlin 41.95 
Cruise forCorpse32.95 
Cybercon III 27.95 
DaggerAmonRa 41.95 
Dark Half 34.95 

Dark Lands 41.95 
Deosn Gettysbrg 23.95 
Design Railroad 34.95 
Dragon’s Lair series 
Dune 34.95 

Dungeon Master 29.95 
Dusk of Gods 37.95 
Elvira series call 
Epic 41.95 

F-117ANitehwk 44.95 
F-15StrkEgle II 29.95 
Falcon 3.0 44.95 

Final Conflict 29.95 
Flames Freedom29.95 
Flight Sim 4.0 37.95 

FS add-ons call 
Floor 13 14.95 

4 Crystls Trazer 31.95 
Genghis Khan 35.95 
Global Conqst 35.95 
Global Effect 31.95 
Gods 24.95 

Gunship 2000 39.95 

Guy Spy 29.95 

Harpoon series 
Heart of China 35.95 
Heaven&Earth 35.95 
Heroes of 357th 31 .95 
Hill Street Blues 24.95 
Home Alone 24.95 
Indy Jones IV 38.95 
Jetfighter II 39.95 
Kings Quest series 
Leathr Goddess 46.95 
Legn Kyrandia 35.95 
Leis Suit Larry series 
Lemmings 29.95 
Les Manley series 
Loom 19.95 

Lord of Rings series 
Lost Admiral 35.95 
Magic Candle II 36.95 
Magnetic Scrolls 24.95 


Martian Dreams 35.95 
Martian Memo 34.95 
Matrix Cubed 31.95 
MegaFortress 36.95 
Might & Magic series 
Missn Imposbie 29.95 
Mission UFQ 24.95 
Murder 29.95 

Nobnaga Amb II 34.95 
NoGreaterGlory 45.95 
Nova 9 21.95 

Out of ths World 36.95 
Pacific Islands 31.95 
Panzer Battles 21.95 
PattonStrikeBak 35.95 
Pacific Islands 31.95 
Perfect General 35.95 
Planet's Edge 36.95 
Police Quest series 
Power Monger 33.95 
Prince of Persia 29.95 
ProphecyShadw 37.95 
Quest for Glory 35.95 
Rampart 26.95 

Realms 19.95 

Red Baron VGA 39.95 
Rise of Dragon 34.95 
Romano3King II 39.95 
Railroad Tycoon 32.95 
Sea Rogue 35.95 
Second Front 38.95 
Sec Monkey Is series 
SeeWeapnsLuft 42.95 
Sex Olympics 24.95 
Shanghai II 29.95 
Shuttle 35.95 

Silent Service II 34.95 
Sim Ant 35.95 

Sim City 29.95 

Sim Earth 42.95 
Snoopy GmClub29.95 
Space Ace II 35.95 
Space Quest IV 37.95 
Spellcasting series 
SpiritExcalibur 29.95 
Spoils of War 35.95 
Star Control 29.95 
StarTrek25thAn 35.95 
Stellar 7 24.95 

Stratego 29.95 

TeenNinjaTurtle 24.95 
Terminator 11 39.95 

Theatre of War 31.95 
Ultima series call 
Uncharted Water41.95 
VengenceExcal 29.95 
Western Front 37.95 
Wild Wheels 31.95 
Willie Beamish 39.95 
Wing Comndr series 
Wizardry series call 
YeagerAirCom 36.95 
BOARD, CARD AND 
SHOW GAMES 
Battle Chess 29.95 
Blackjack 29.95 
Bridge games call 
Casinos ofWorld 29.95 
Chessmstr 3000 31.95 
Craps 19.95 

Cribbage 27.95 


Dealer’s Choice 29.95 
Femme Fatale 24.95 
4QueensCasino 24.95 
HngKng Mahjng 31.95 
Hoyle III 29.95 

Monopoly 24.95 
Puzzles & Mazes14.95 
Risk 24.95 

Scrabble Deluxe 35.95 
Solitaire games call 
Strip Poker 29.95 
Super Jeopardy 24.95 
Super Tetris 29.95 
Welltris 19.95 

Wheel of Fortune 23.95 
Wordtris 27.95 

HOME & OFFICE 
Aminate.PC 119.95 
Animatin Studio 77.95 
AutoMap 59.95 
Cookbook 29.95 
Deluxe Paint II 85.95 
FamCarePedias 14.95 
GameMaker 84.95 
Objection! 29.95 
Road Scholar 34.95 
Tempra Pro 299.95 
Virtual Reality 54.95 
Vista Pro 77.95 

SPORTS 

Andretti Racing 19.95 
Boxing, 4D 19.95 
CarILewis Chal. 29.95 
College Football 35.95 
Grand Prix 34.95 
Hardball III 34.95 
Int’l Sport Chal. 29.95 
JMontana Ftball 29.95 
JMaddenFtbl2 31.95 
JNickIs Signtur 41.95 
Links 386 pro 41.95 
Microlg Football 41.95 
Mike DitkaFtball 32.95 
Nascar Chal 29.95 
NFL PRO Ftball 44.95 
NFL (Konami) 29.95 
Pit Fighter 25.95 
ProLeagBasebl 35.95 
Speedball 2 24.95 

Sports Adventr 47.95 
Stunt Driver 29.95 
TLaRussaBsebI 29.95 
Test Drive III 34.95 
W.GretzkyHocky 33.95 
Weaver Bsball II 31.95 
WINDOWS 
Battle Chess 29.95 
Casino Pack #1 31.95 
Chessmstr 3000 37.95 
Curtain Call 119.95 
Distant Suns 47.95 
Entertainment Pak 
#1,#2or#3, ea. 27.95 
Money Managr 19.95 
MS Works 129.95 
Perks, utilities 24.95 
ProComm Plus 89.95 
Risk 29.95 

RoboSports 35.95 
Sim Earth 42.95 


Speed Reader 29.95 
Super Tetris 29.95 
Typing Tutor 5 29.95 
Vegas Games 19.95 
Video Poker 32.95 
Waves, sounds 19.95 
Windows 3.1 89.95 

WiredSoundPro 41.95 
CD ROMS 

Amanda Stories 35.95 
Amer. Bus. Phone 19.95 
Bible Library 53.95 
Business Master 42.95 
CrmenSanDiego 59.95 
CIA Facts -I- 750 29.95 
Cse CautsCndor 29.95 
ClassicFairyTales 72.95 
Corel Artshow 91 72.95 
Education Master42.95 
Elec.HomeLibry 74.95 
Family Doctor 52.95 
French lang. 53.95 
Jets & Props 35.95 
Jukebox 36.95 

Jungle Safari 72.95 
King’s Quest V 41.95 
LangGame/Span 59.95 
Mixed MothrGse 45.95 
MonarchCliffNote74.95 
MSDOS archives 31.95 
Mrdr Str.Dedfelw 38.95 
Night Owl’s 6.1 44.95 
Presidents, Geo. ..94.95 
SharewareXpres 33.95 
Sherlock Holmes 29.95 
SH Cnsit Detect 43.95 
Sleeping Beauty 36.95 
Spanish lang. 53.95 
Stellar 7 40.95 

Street Atlas,win 109.95 
TimeTbl:Art&Ent 73.95 
TimeTbkScience 85.95 
ToolwksRefLibr 98.95 
Total Baseball 43.95 
Ultima 1 - VI 82.95 
USA Faetbook 39.95 
US Atlas, win 93.95 
US Wars, each 51.95 
USWVorld Atlas 86.95 
VGA Spectrum 29.95 
Vintage Aloha 29.95 
WCI w/Msns 1&2 69.95 
WCl w/Ultima VI 69.95 
WId Places 38.95 
World View 29.95 
CDROM MPC 
American Vista 49.95 
Annabel’s Dream 62.95 
Autodesk Explr 127.95 
Battle Chess 47.95 
Beethoven MM 54.95 
Chessmstr 3000 62.95 
ComposerQuest 54.95 
Dictnry Children 39.95 
Guiness Records 69.95 
Mammal enc NG 39.95 
MBeacon Typing 69.95 
MS Bookshelf 139.95 
MS Works (win) 134.95 
Spirit Excalibur 37.95 
World Atlas, win 93.95 



Prices and availability subject to change. All sales final. We do not guarantee compatability. All software is factory fresh and 


VBA 

unopened. We are not responsible for manufacturer's defects. Contact publisher regarding defects. Shipping: 1st game $5; add’l 
games add $1 each in Cont. US. 2nd Day Air $6 1st game, add'l games add $1 each in Cont.US. COO add §4. All prices are US $. 
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Humor 



W riting about a computer game 
program is comparable to per- 
forming delicate brain surgery 
while tap dancing — it demands skill, 
knowledge and a willingness to be enter- 
taining. I don’t imagine that it’s easy for an 
outsider to fully understand the fondness 
we have for this hobby, yet that has never 
stopped me from attempting to explain to 
someone who is both foolish and polite 
enough to ask me just what it is that I do in 
my spare time. 

Years ago, 1 worked alongside a friend 
named Miguel who had come over to the 
United States from Ecuador. "Do you have 
one of those?" Miguel once asked, pointing 
to a copy of Byte, through which I had been 
browsing during lunch. 

"No," I answered, taking the question far 
too technically. "I have an Amiga, Miguel. 
An Amiga." 

Miguel’s expression became very serious 
as he considered the literal translation of 
my statement. "Yo comprendo. Don’t 
worry, I will be muy discreet." Later, I 
invested in a IBM clone — just to be safe. 

My two children, Amy and Charles, have 
been an unending source of pride and de- 
light for me. Yet, there remains what I 
might have once called a "generation gap" 
when it comes to "daddy’s favorite hobby." 

"I don’t want to do my homework," com- 
plains Amy, age 9. "Why can’t I do what 
daddy’s doing?" 

I am fully entrenched in my latest assign- 
ment, and barely manage to call on my 
reserve of fatherly wisdom without break- 
ing my concentration. "Because, sweet- 
heart. ..**FIRE!**... we all have a job to 
do. Daddy has to finish 
this. ..**YES!**... game so he can write 
about it for his magazine. Your job is to 
finish your. ..**UGH!**... math problems 
and study for your spelling test. **ALL 
RIGHT!** Do you understand, love?" 

Amy is a very expressive girl, but she 
does as she is told. "Talk about your mixed 
upvalues..." I hear her mutter as she retreats 
to her room. "I’m writing another letter to 
Dan Quayle." 

It becomes clear to me that my enthusi- 
asm for the subject matter of my writing 
will never be shared by someone unac- 
quainted with computers. Many "mom & 
pop" computer hobby stores, where a col- 
lection of interested listeners may have 
once been found, have now ceased to oper- 
ate due to an overly competitive market- 
place or the devastating effects of software 
piracy. Yet, many malls and shopping cen- 
ters may boast of having a software store, 
and it is to one of these which I turn. Per- 


haps, I speculate, the manager would set up 
a small chair and table for me, with the 
words "this reviewer" tastefully displayed. 

Rather than disturb the staff, I quickly 
approach one child whose curious eyes 
have become fixed on a copy of Computer 
Gaming World. At his request, I happily 
sign a copy of the magazine which I am then 
forced to purchase. As it turns out, the tyke 
really didn’t want a magazine "some guy 
just wrote all over." He also admits to not 
actually having any money with him and 
was certainly not supposed to have talked 
to a stranger in the first place. 

My first attempt to earn the trust of a 
fellow grown-up produces different results. 
To one attractive woman looking for a rec- 
ommendation I quickly hand a copy of 
Civilization. "Can you balance your check- 
book with this? I’m looking for a program 
to balance my checkbook." Only slightly 
disappointed, I replace Civilization with a 
copy of my favorite home-accounting 
package. 

"Is this any good?" she demands. "Who 
uses it?" 

"I use it." 

"Is that all? Don’t you know anyone else 
who uses it?" 

"The entire United States House of Rep- 
resentatives," I assert, wondering if she will 
accept the good-natured humor of my re- 
ply. Sadly, she does not. 

My next conversation is with an experi- 
enced computer game player, in whom I am 
sure I will discover an intellect as keen as 
my own. "Have you ever gotten to first base 
with Princess Rosella?" he blurts. "Do you 
know Lord British? Tell me about Lord 
British!" 

"Well, Lord British... sure I know Lord 
British. Lord — only his best friends get to 
call him ’Lord’ — he’s very... young." 

"How young?" 

"He’s so young... did you know that Ul- 
tima II had to be delayed because of a bad 
case of diaper rash?" I earn my first laugh 
of the day, but the conversation continues. 

"What about Scorpia? Tell me about 
him." 

"Her," I correct. "Scorpia is a woman." 

"Did you ever meet him?" 

"Her," 1 patiently insist. "No, I’ve never 
met Scorpia. No one has ever met Scorpia." 

"Then what makes you think that he’s a 
her, when no one has ever met him?" 

"Her. Because Lie. ..says so." 


"Investigative reporting," muses my fel- 
low hobbyist, "Nothing like it in the world." 

My attention is abruptly caught by an 
argument which suddenly erupts nearby. A 
young adolescent is petitioning his parents 
to buy him the package containing Ultimas 
IV, V and V7, recently released by Origin. 
The remarks being made by the parents 
clearly indicate that they are imagining this 
program to be some very unsophisticated 
arcade game, and not at all the worthy 
material for which their child is whining. I 
cannot help but offer my advice. 

"I understand your concerns," I tell them. 
"I’m a parent myself. This game isn’t at all 
like what you’re imagining! Sure, there’s 
some fighting, but only in the name of 
virtue. What is far more important is that 
your offspring will have the chance to ex- 
amine a society’s values, as well as how 
they consider one type of virtue in relation 
to another; Compassion over Valor, Honor 
over Sacrifice, Justice over. . . " 

"It’s Sacrifice over Honor!" 

I whirl around to see that two small fig- 
ures have returned for me, their mouths 
husily attacking mounds of ice-cream. "He 
always gets that one wrong!" exclaims my 
daughter, in between mouthfuls. 

"It’s not like he doesn’t have the hint 
book!" responds her five-year-old brother. 

"HINT BOOK?" comes the sudden gasp 
from the parents behind me. At once, the 
already quiet store becomes completely 
mute. An elderly woman scowls at me and 
turns away. Employees, one by one, return 
to their assigned tasks without comment. A 
dog growls at me. The disheartened adoles- 
cent, realizing that he will have to state his 
case to his parents some other day, drifts off 
into the shadows of the Nintendo depart- 
ment. 

I turn to my children and for just a mo- 
ment they pause in their feasting. This is no 
longer that good-natured game player they 
face — this is DADDY whose anger they 
have invoked. 

Quickly, small hands are raised to me, 
palms forward, as tiny fingers strain to 
separate. "Live Long And Prosper daddy." 
I sigh. They know all the right buttons. 

At home, I wonder if I have truly emerged 
from the flames of consumer hell in order 
to become a better reviewer. Perhaps I 
should at least phone CGW and explain to 
them that I’ve been suffering from a rare 
software virus for the last few weeks. 
Naaaah! 


Within a week, a package is delivered to 
my home from Anaheim, California, In the 
package is some new software release for 
review, along with a one-word message 
written in Johnny Wilson’s familiar scrawl, 
"Enjoy." Reflecting on my experience, I 
begin to grin a bit, (or "(g)" as we are fond 
of saying on the bulletin boards) despite the 
risk of damage to my thawing facial mus- 
culature. Of course I’ll "Enjoy!" Why else 
would I be doing this? cgw 
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Ill Take full comt 
3000 vehicles on over 


The level of control is up to you. 
you can lett^e conr^uter handli 




create 


Authentic Wartime 
Newspaper Reprint 


of Warfare in World War 


, if you wish, 
nthe 'hands 


‘n 

y 

ranging in 

’ from 625 to 10 million square 

kilometres. Locations range from thg^ 
Sahara and Russian Steppes to the 
Battle of the Bulge in the ArdenneW 
and the D-Day landings. 

H The Amazing Map-Editor allows 
you to modify the exsisting maps and 
• ones of your own. This option is available at any time 
'■'to pause and enter the editor to modify the forces. You can 
even swap sidesl 

■ Control either Allied or Axis forces from the level of Field Marshal 
right down to tank driver. 

• As Field Marshal coordinate .strategy for all groups of tanks, 
convoys, aircraft, ships and production centres. 

•As General, control the fighting of an individual battle with as many 
as 16 active tanks plus artillery and air support. 

• As a Tank Driver/Gunner experience the battle in stunning 3D. 

The most sophisticated computer wargaming system ever 

DEVISED FOR THE HOME COMPUTER, USING ACCURATE BACKGROUND 
INFORMATION FROM WW2 CAMPAIGNS AND INDIVIDUAL BATTLES. 

Experience the sheer pressure and anxiety of planning the 
world's most famous battles. 


li.- 

t 




Over 150 vehicles, each one dis- 
played in Super Fast 3-D; Russian, 

American, German & British tanks, 
artillery, suppon^^ehicles, aircraft 
and ships . Campaign gives you fill 
^control ovej| all 'Mpects' of\combaii^ 
including airstrikes and sea battles. 

H Your playing area covers a stag- 
gering 10 million square kilometres 
of detailed terrain featuring towns, 
villages, rivers and woodland. 

H Breath-taking graphics that are 
accurate in every detail, give a unique 
atmosphere of realism. 

■ Over 1 00 Kilobytes of 3-D shape 
data used to create the vehicles. 

■ Sound Blaster, Ad-Lib & Roland 
sound card compatible. 

■ Available on IBM PC & Amiga 

empire 

SOFT BW A R E 
Readysoft Software Inc. 30 Wertheim Court, Suite 2, Richmond Hiil, 
Ontario, Canada L4B 1B9 Teiephone (416) 731 4175 
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Campaign Concept 
Includes;- 


Campaign Gaming 
System Software 


Map Editor Software 


Extensive User Guide 
and Gamepiay Manuai 
incorporating Historicai 
Background, Vehicie 
and 

Campaign Maps 


2 Worid War ii 
Propaganda Posters 


2 Worid War ii 
Propaganda Postcards 


D-Day Landings 
Battieplan Map 





Review 




Never Dies 


(He just reboots.) 


by David M. Wilson 


TITLE: 

Guy Spy and The Crystals of 
Armageddon 

SYSTEMS: 

MS-DOS. Amiga, C64/1 28, 

Mac, Atari 

PRICE: 

$49.95 

VERSION REVIEWED: 

Amiga 

PROTECTION; 

Non-Repro Code Sheet 

PUBLISHER: 

Readysoft Inc. 

Richmond Hill 

Ontario, Canada 



W hen General Atterman sug- 
gests using his top agent on 
a crucial mission. Admiral 
Pierce thinks it’s a joke. A great per- 
centage of President Truman’s military 
advisors and their aides agree with the 
cynical Admiral. After all, it must be 
somewhat difficult to take an agent 
named “Guy Spy’’ too seriously. Presi- 
dent Truman disregards the humor sur- 
rounding the agent’s name. His desire 
is to see the most effective operative 
assigned to the mission. 


So it is Guy Spy who is elected to 
locate the infamous Baron Von Max, a 
villainous lout who has already ordered 
the termination of the super agent’s 
life. As the story begins. Von Max is 
already in the process of assembling a 
Doomsday Tower, a weapon that 
makes nuclear weapons seem like pea 
shooters, and the Baron’s men are in 
the process of gathering energizing 
crystals which will provide the neces- 
sary energy to make the tower fully 
operational. 

That is the basic plot of ReadySoft 
Incorporated’s Guy Spy and the Crys- 
tals of Armageddon. The player, as 
Guy Spy, must overcome a multitude 
of obstacles between himself and the 
maniacal Baron Von Max in order to 
save the world from certain destruc- 
tion. The story is less than carefully 
crafted cliffhanger material. Fortu- 
nately, the game program neither 
stands nor falls based on the pulp style 
plot. 

Smooth-scrolling animation (re- 
member that this game is from the crea- 
tors of Dragon ’s Lair) gives the player 
the feeling of participating as the lead 
part in a Saturday Morning cartoon. 
The graphics are beautiful, if in some 
scenes a bit gory. The soundtrack is 
worth an honorable mention, even if it 
is a bit too short so it becomes annoying 
through its repetition. 

There are 13 exciting game scenes 
and Guy has a different goal with each 
scene change. So, Guy Spy discovers 
himself in more than just a shoot-em- 
up arcade game, he finds himself in a 


shoot-em-up that is sprinkled with a 
variety of animated scenarios. 

Subway To Espionage 

Warning: This section of the review 
offers a hlow-hy-blow summary of the 
action sequences. Readers who wish to 
maintain elements of surprise when 
playing the game may wish to skip to 
the “/ vs. Spy” section. 

The first scene is an ambush inside a 
subway station. Guy is ambushed on 
the platform by Von Max’s henchmen. 
It is basically a shoot and dodge scene. 
The trains rushing through the station 
make this task more difficult as they 
block Guy’s shots. The trains also have 
a saving grace, as they also provide 
cover for our operative. 

Scene two was my personal favorite. 
Guy jumps in a mountain gondola car 
and is ambushed again. Guy must leap 
out from behind cover to shoot his at- 
tackers and then leap back behind 
cover to avoid being shot. To make 
matters more difficult, his enemies also 
have sticks of dynamite which they will 
light and attempt to throw. The player’s 
point of view in this scene is excellent 
and easily allows for the suspension of 
disbelief. 

I hate to even mention the awful 
scene in Olga’s cabin. Olga is that fat 
woman people are always waiting to 
hear sing. Guy finds himself cornered 
in her cabin and, since Guy will not 
bring himself to strike a woman and 
Olga doesn’t mind slapping our hero 
around like a rag doll, Guy might be 
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CHIPS & BITS INC GAME SOFTWARE CALL 800 753 GAME 


IBM STRATEGY 


IBM STRATEGY 


IBM STRATEGY 

IBM WARGAMES 


A Train 

$42 

Mercenaries 

$38 

SimCity Graphic 2 

$23 

Main Bttle Tank ME 

$36 

Air Bucks 

$34 

Merchant Colony 

$34 

SimCity Terrain Editor $15 

Malta Storm 

$36 

Ancient Art of War 

$29 

Miicrocosm 

$32 

SimEarth DOS/WIN 

$41 

Man of War 

$36 

Ancient Art War at Sea $29 

Millenium 

$24 

Star Control 

$29 

Mare Nostrum 

$26 

Ancient Art War in Sky $34 

Monarch 

$38 

Star Control 2 

$37 

Marianas Turkey Shoot $28 

Are we there yet? 

$17 

New World Order 

$38 

Starfleet 

$17 

Midway 

$26 

Armada 2525 

$29 

Nobunaga 1 or 2 

$37 

Starfleet 2 

$38 

Moscow Campaign 

$36 

Bandit Kings of China 

$37 

Nuclear War 

$12 

Strategic Forces 

$19 

North & South 

$27 

Battle Isle 

$32 

Objection 

$34 

Sword of Aragon 

$28 

Northern Fleet 

$36 

Battle Isle Scenario 

$22 

Objection Enh 

$89 

Task Force 1942 

$39 

Operation Overlord 

$36 


lln 'LURE OF THE 
iTEMPTRESS'you 
I must find your way 
|out of the tempt- 
s Selena's dun- 
Igeons and save a 
lyoung princess. 
■Features a com- 
Iplex game world 
Iwith over 60 
Iscreens, charac- 
Iters that walk 
I around objects & 
leach other auto- 
Imatically, mouse 
I interface, VGA, and 
I sound support. $37 


Theatre Sets $21 

Traders $29 

Utopia $31 

Viking Fields of Conqst $37 
Visions of Aftermath $12 
Warlords $24 

Warlords 2 $42 

Worlds at War $29 

IBM WARGAMES 
Action North Atlantic $26 
Action off River Plate $26 
Action Stations $29 
Action Stations Scenario$14 
Air Raid Peari Harbour $26 


Battles of Destiny 

$38 

Omega 

$30 

Big Business 

$24 

Operation Combat 

$12 

Black Crypt 

$32 

Overlord 

$24 

Breach 2 Enhanced 

$19 

Pacific Theater of Oper $42 

Breach 2 Scenario Disk $15 

Paladin 2 

$34 

Buzz Aldrin Race to Spc$42 

Perfect General 

$38 

Carrier Command 

$ 9 

Perfect General Disk 1 

$23 

Castles 

$36 

Perfect General Disk 2 

$23 

Castles Disk 1 

$19 

Perfect General 2 

$44 

Castles 2 

$36 

Populous 

$17 

Centurion 

$19 

Populous Promise Land $14 

Civilization 

$39 

Populous 2 

$38 


Amer Civil War 1 
Amer Civil War 2 
Amer Civil War 3 
Banzai 

Battle of the Atlantic 
Battle of Austerlitz 
Battle Stations 
Battles of Napoleon 
Battleship Bismark 
Battle Tank Barbarosa 
Battle Tank Kursk 
Blitzkrieg Ardennes 
Borodino 

Bravo Romeo Delta 



Civilization Master Ed. $45 
Command HO $19 

Conquered Kingdoms $38 
Conquest of Japan $34 
Control of the Seas 
Crisis in the Kremlin 
Dark Seed 
Dark Star 
Dino Wars 
Diplomacy 


$32 
$42 
$39 
$36 
$28 
$25 

Discvry Steps Columbus$34 


DRAGON Force 
Dune 

Empire Deluxe 
Fighting for Rome 
Final Conflict 
FireTeam 2200 
FireTeam Const Kit 
Fort Apache 
Full Metal Planet 
Gemfire 
Genghis Khan 
Global Conquest 
Global Effect 
Gold of the Americas 
Imperium 
Inindo 

Koshan Conspiracy 
Legions of Krella 
Lemmings 



CARRIERS AT 

WAR' brings to life 


six crucial carrier 


battles of WWII; 

Pearl Harbor, Coral 


Sea, Midway, East- 

ern Shores, Santa 


Cruz, and Great 


Marianas Turkey 


Shoot. Seek out 
and destroy enemy 
carriers, fleets, and 


airforces. Features 


hundreds of indi- 


vidually modeled 


ships&aircraftfrom 


that period. $39 


Power Monger $34 

PowerMongerVA/VI $21 

Pushover $32 

OOP Bundle $59 

Railroad Tycoon $34 

Rampart $27 

Reach for the Stars 3 $19 

Realms $29 

Red Zone $32 

Renegade Legion lntrcpt$12 
Revolution 76 $29 

Rider of Rohan $19 


$29 

$39 

$42 



Campaign 
Carriers at War 
Carrier Strike 
Carrier Strike Expan Pk $19 
Charge Light Brigade $34 
Civil War SSI 
Conflict; Korea 
Conflict; Middle East $36 
Conflict in Vietnam $12 

Decision at Gettysburg $29 
Dreadnoughts $42 

Dreadnoughts; Bismark $29 
Dreadnoughts; Ironclads $29 


$42 

$39 


Pacific Storm Midway $36 
Pacific Storm Solomons $36 
Panzer Battles $22 

Patriot $44 

Patriot Battle Sets Ea $24 
Patriot Editor $27 

Patton Strikes Back $27 
Prelude to Jutland $26 
Red Lightning $12 

Return to the Falklands $28 
Rising Sun $26 

Rommel at El Alamein $36 
Rommel at Gazala $36 
Rommel North Africa $24 
Rorke’s Drift $34 

Second Front $36 

Seventh Fleet $36 

Spoils of War $39 

Stalingrad Campaign $36 
Storm Across Europe $12 
Third Reich $27 

To The Rhine $36 

Typhoon of Steel $12 
UMS2 $19 

UMS 2 Civil War $24 
UMS 2 Desert Storm $24 
UMS 2 Planet Editor $28 
V for Victory $44 

Velikiye Luki $37 

Victory at Sea $37 

War in the Falklands $26 
Warship Changed Hist $26 
Waterloo $12 

Western Front $36 

White Death $24 

IBM ADVENTURE 
Advnts Willie Beamish $34 
Advnts Willie Beamish 2 $39 
Altered Destiny $34 
Amazon $39 

An American Tail $26 


IBM ADVENTURE 
Countdown $37 

Covert Action $29 

Crime Does Not Pay $29 
Crime Wave $37 

Cruise for a Corpse $34 
Cybercon 3 $29 

Dark Half $34 

Dark Heart of Uukrul $34 
David Wolf Secret Agnt $15 
Demon's Gate $36 

•GREAT NAVAL 
BATTLES' al- 
lows you to com- 
mand the British 
or German navy 
in the North At- 
lantic during WWII. 
Captain's view 
puts you on the 
bridge with state of 
the art graphics. 
Fleet view gives 
you an eagle's eye 
perspective of a 
task force, Admi- 
ral view allows stra- 
tegic play. $45 

Deja Vu 2 Lost in LV $12 
Die Hard $28 

Don’t Go Alone $ 6 
Duck Tales $15 

Earthrise $ 9 

East V West;Berlin '48 $ 9 
Eco Quest 1 $34 

Elf $24 

Epic $32 

Felony $ 6 

Free DC $24 

Future Wars $19 

Galleons of Glory $24 
Gamma Force $ 6 

Gateway $36 

Godfather $32 

Gold Rush $15 

Grail Quest $27 

Hare Raising Havoc $32 
Harley Davidson $12 
Heart of China $34 

Heavens Earth $32 
Heimdall $19 

Hired Guns $32 

Hook $32 

Hostage $ 9 

HoundofShadow $17 
HUMANS $24 

Indy Jones L Crsd vga $27 
Indy Jones Fate Atlantis $38 
Isle of Dr Brain $29 
Jack the Ripper $38 
James Bond Stealth Aff $34 
King's Quest 1 Enhncd $34 
King’s Quest 2 or 3 $15 

King's Quest 4 $34 

King's Quest 5 vga $39 
King's Quest 6 vga $45 
KGB $19 

LA Law $34 

Lane Mastodon $ 9 

Laura Bow 2 $39 


IBM ADVENTURE 
Lost in LA $37 

Lost File Sherlock HIms $44 
Lost Treasures Infocom $42 
Lost Treasures lnfocom2$32 
Magnetic Scrolls Bundle $24 
Manhunter NY $28 

ManhunterSF $15 

Maniac Mansion $18 
Martian Memorandum $37 
Mean Streets $37 

Mixed Up Mthr Goose $29 
Mixed Up Fairy Tales $29 
Nebulas $27 

Oregon Trail $28 

Out of this World $36 
Plan 9 from Outer Space$31 
Police Quest 1 $24 

Police Quest 2 or 3 $34 

Power Hits; Movies $32 
Prince of Persia $25 
Rex Nebular Cos Gen B $39 
Riftwar Legacy $39 
Rise of the Dragon EGA $29 
Rise of the Dragon $34 
Risky Woods $24 

Robocop3 $32 

Rocketeer $32 

Search for the King $24 
Secrt Monky Isind 1 $23 

Secrt Monky Isind 2 $38 

Sex Olympics $24 

Sex Vixens from Space $12 
Sierra Adventure Bundle$39 
Shogun $12 

Space Quest 1 $19 

Space Quest 2 $15 

Space Quest 3 $34 

Space Quest 4 $39 

Space Quest 5 $39 

Space Quest Bundle $39 


IBM SPORTS 

Basketball Challenge $28 
Bball Ch. 1987-88 Ea $13 
Bball Ch. 1989-90Ea $17 
Bo Jackson Baseball $32 
Cycles Grand Prix $28 
Daily Double Horse $19 
Days of Thunder $24 
Dirk's Baseball Encycpd $19 
Espana Games $24 
Fast Break $ 6 



$36 I 
$36 I 
$34 I 
$39 I 
$36 I 


Fall Gelb 
Fifth Eskadra 
Fire Brigade 
Fleet Commander 
Fleet Med 
German Raider Atlantis $26 I 
Gettysburg;Tuming Pnt $36 I 
Golan Front $36 I 

Grand Fleet $36 I 

Great Naval Battles $45 I 
Grey Seas, Grey Skies $36 I 
Halls of Montezuma $24 I 
Harpoon $25 I 

Harpoon Set 2 or 3 $19 I 

Harpoon Set 4 $24 | 

Harpoon Designr Series $32 | 
Harpoon Editor $27 : 




CONCEPT 


'MEDIA CON- 
CEPT' is an 8 bit 
sound blaster com- 
patible sound card. 
Features 11 -voice 
FM music, digitized 
voice input, digi- 
tized voice output, 
full duplex MIDI 
interface, 4 watts 
perchannel output, 
volume control, 
microphone and 
line in jacks, a 
joystock port, and 
Hardware decom- 
pression. $84 


Spaceward Ho! $38 

Spaceward Ho! WIN $38 

Spellcasting 101 $19 

Spellcasting 201 $36 

Star Trek 5 $12 

Star Trek 25th Aniversry$36 
Star Trek NxtGeneratn $46 

TMNT Arcade $25 

Time Quest $19 

Train $ 6 

Uninvited $ 9 

Universe 1-3 Each $34 

Walker $32 

War in Middle Earth $15 

Where Amrcas Pst CSD $37 
Where Europe CSD $30 

Where USA CSD $30 

Where World CSD $27 

Where Time CSD $30 

Wierd Dreams $12 

Wonderiand $19 

Zak McKracken w/HB $1 8 

Zeliards $15 

Zombie $12 


Front Page Football $39 
Games Winter Chling $34 
GFL Champ Football $ 9 
Grand Prix Circuit $17 
Greens $34 

Gretsky Hockey 2 $34 

Gretsky League $26 
Hardball 2 $28 

Hardball 3 $34 

Hole in One Mini Golf $12 
Hole in One Course Dsk$ 7 
Indianapolis 500 $17 

■TRISTAN PIN 
BALL' brings you 
lall the excitment of 
jplaytng real pinball. 
iFlip and nudge your 
:way to the highest 
|score possible us- 
ling great features 
Ifrom traditional pin- 
Iball games. Fea- 
Itures authentic ball 
laction, wild pinball 
[devices, rocket flip- 
Ipers, thumper 
Ibumpers, multi- 
Iball, extra ball, and 
[stereo sound. $39 

International Sports Ch $29 
J Conners Pro Tennis $32 
Joe Montana Football $31 
John Elway's QB $ 6 
Lakers V Celtics $19 
LH 3 in 1 Football $36 
LH Boxing $36 

LH Boxing Contenders $16 
LH College Basketball $36 
LH Full Count Baseball $36 
LH Hockey $36 

LH Pro Basketball $36 


IBM SPORTS 
Links 386 Pro $42 

Unks 386 CD 1-6 Each $20 
Low Blow $12 

Madden Football $17 
Madden TD 89 & 90 $18 

Madden Football 2 $32 

Magic Johnson FstBrk $ 6 
Mario Andretti Racing $17 
Michael Jordan Fit Sim $44 
ML Basbil 4 USA Today $31 
'COASTER' gives 
you the power of a 
CAD program to 
design and experi- 
ence the wild, 
stomach-churning 
coaster ofyourfan- 
tasies. Build with 
easy to use point 
and click interface 
using loops, cor- 
ners, hills, straight- 
aways, and cork 
screws. Then ex- 
perience the ride 
with in first person 
pointofview. $32 

ML Basbil 4 Analyst $25 
ML Basbil 4 Fantasy Mg $25 
ML Basbil 4 General Mg $19 
ML Basbil Mngr's Chllng$19 
MLWorld Series Disks $17 
MLTD 1982- 1990 Ea $17 
ML All Stars $17 

ML Franchise Disks Ea $20 
ML Basketball $28 
ML Personal Pro Golf $28 
ML Football Deluxe $39 
ML Football 2 $39 

Microsoft Golf WIN $39 
Mike Ditka Football $32 
Mini Putt $ 9 

MUDS $19 

NASCAR Challenge $31 
NFL Challenge $60 
NFL 1984- 1987 Ea $15 
NFL 1988- 1991 Ea $22 
NFL Preseason Disk $22 
NFL All Star Teams $22 
NFL College Alumni $22 
NFL College Teams $19 
NFL Dream Teams $20 
NFL Greatest Teams $22 
NFL Roster Editor $20 
NFL Situation Editor $20 
NFLChalInge Prem Ed $59 
NFL Football $31 

NFL Proleague Footballl$19 
Nicklaus Signature Edit $39 
Nicklaus SE Clip Art $24 
Nicklaus Greatest 18 $27 

Nicklaus Unlimited Golf $27 
NG Clip Art $17 

NG Course Disk 1-5 Ea $15 
Over the Net Volleyball $ 9 
Pete Rose Baseball $ 9 
PGA Tour Golf $32 
PGA Tour Goff WIN $38 
PGA Tour Golf Disk 1 $17 






IBM SPORTS 

4D Boxing 
4th & Inches 
ABC Boxing 
ABC Mon Night 


$17 
$ 6 
$32 
$34 


•PC SYMPHONY' 

is an 8 bit Adlib 
compatible sound 
card for your PC. 
Features 11 -voice 
FM music, built in 
4 watt power am- 
plifier, simulta- 
neous 9 voice. 6 
melody, & 5 rhythm 
sound generation, 
hardware volume 
control to 4 ohm & 
8 ohm speaker/ 
earphone output, & 
internal speaker 
output. $37 


Lemmings Data Disk 

$19 

RoboSportWIN 

$37 

Harpoon Challenger Pak$42 

Attack Pack 

$42 

Leather Goddesses 

$12 

All American College Fb$36 

LH Team Disks 

$16 

PGA Tour GoHUdEdt 

$45 

Lemmings 2 

$32 

Romanc 3 Kngdm 1 or 2$42 

Harpoon Chalingr Pk SE$49 

Castle Wolfenstein 30 

$37 

Leather Goddesses 2 

$42 

All Star Sports Pak 

$34 

LH League Leaders 

$16 

Playmaker Football 

$26 

L’Empereur 

$37 

Rules of Engagement 

$37 

High Command 

$39 

Chambr Sci Mutant Prst $25 

Legend of Kyrandia 

$35 

American Gladiators 

$24 

LH Utility Disks 

$16 

Power Hits: Sports 

$32 

Liberty or Death 

$37 

Rules of Engagement 2 $38 

In Harms Way 

$36 

Coaster 

$32 

Leisure Suit Lrry 1 vga 

$15 

APBA Baseball 

$28 

Links Golf 

$29 

Pro Football Analyst 

$24 

Lost Admiral 

$24 

Second Conflict WIN 

$34 

Kampfgruppe 

$37 

Code Name: Iceman 

$15 

Leisure Suit Lrry 2 

$15 

APBA General Manager $29 

Unks Disk 1 Bountiful 

$17 

Pro League Baseball 

$36 

Lost Admiral Scenario 

$23 

Seven Cities of Gold 2 

$38 

Kriegsmarine 

$36 

CodeName : Iceman 2 

$39 

Leisure Suit Lrry 3 

$24 

APBA Micro Manager 

$32 

Unks Disk 2 Firestone 

$17 

Road to the Final Four 

$37 

Lost Admiral Enhanced 

$44 

Siege 

$38 

Kursk Campaign 

$36 

Colonel Bequest 

$15 

Leisure Suit Lrry 5 

$34 

APBA Stat Master 

$29 

Unks Disk 3 Bay Hill 

$17 

Reel Fish’n 

$12 

Lost Patrol 

$32 

Sim Ant 

$37 

Line in the Sand 

$27 

Colonel Bequest 2 

$34 

Leisure Suit Lrry Bundle $39 

APBA 1908 -91 Ea 

$21 

Unks Disk 4 Pinehurst 

$17 

Serve & Volley 

$12 

Medieval Lords 

$14 

SimCity 

$29 

MacArthur's War 

$29 

Conquests of Camelot 

$15 

Light Quest 

$32 

APBA Basketball 

$34 

Unks Disk 5 Dorado 

$17 

Skate or Die 

$15 

Medieval Warriors 

$14 

SimCity for Windows 

$37 

Main Bttle Tank C Grm $36 

Conquests of Longbow $39 

Loom 

$19 

APBA Bowling 

$14 

Unks Disk 6 Brtn Creek $17 

Sport of Kings 

$15 

Mega Lo Mania 

$31 

SimCity Graphic 1 

$15 

Main Bttle Tank N Grm $36 

Conspiracy Deadlock 

$34 

Lord of the Rising Sun 

$34 

APBA Football 

$34 

Unks Disk 7 Troon Nrth $17 

Summer Challenge 

$34 
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better off signing up for Chivalry 
Anonymous rather than going through 
the concatenations required to get 
through this sequence. Guy works hard 
just to be able to maneuver around 
Olga, until he can reach the safety of 
the cabin door. Once this is accom- 
plished this super agent runs off like a 
puppy with his tail between his legs. 
Even on the simplest level, this task 
seemed next to impossible. Olga can 
move rather quickly for such a large 
woman. 

Leaving the cabin, Guy grabs a pair 
of skis and begins to ski down the side 
of the mountain. The ski run he has 
chosen is not exactly a "bunny slope." 
Further, his movements are hampered 
by the Baron’s henchmen riding in the 
ski lift overhead. These henchman, it 
seems, are having a blast (pun 
intended) by tossing sticks of 
dynamite directly in Guy’s 
path. 

Guy leaves the snowy cold 
and moves to Egypt where he 
pursues Von Max into a pyra- 
mid. The pyramid is a com- 
plex maze which will require 
one of two things for the 
player to complete: either a 
gift for cartography or an out- 
pouring of blessings from 
Lady Luck. The maze is full 
of traps such as pits and slam- 
ming doors. A giant spider 
and (good thing the player is 
Guy Spy and not some other 
heroic explorer of ruins™ ) a 
vicious snake are the secon- 
dary "villains" to be evaded in this se- 
quence. 

In one chamber of the maze, though, 
Guy confronts the primary villain, an 
evil being named Ramah-kul. Ramah 
waves his arms and sends flashing en- 
ergy bolts in Guy’s general direction. 
Fortunately, for the forces of truth, jus- 
tice and victory in the Cold War, Guy 
is able to snatch up a nearby sword and 
throw it at Ramah. The Sword visibly 
damages Ramah, so Guy continues re- 
peating this action while dodging 
Ramah’s energy bolts until the evil be- 
ing is destroyed. 

In another chamber of the maze, the 
super agent encounters a behemoth 
mummy. Using a sword, Guy cuts the 
mummy to ribbons (or is that ban- 
dages?). Then, just as he is prepared to 
exit the maze, Guy is once again called 
upon to demonstrate his expertise (or 
lack thereofj with a sword. He is rushed 
by a group of scimitar-wielding bedou- 
ins and, bad news for our courageous 


cold warrior, the noise of the battle 
draws more and more of them. 

If Guy should be skilled enough to 
defeat the swordsmen, the next leg of 
his journey takes him to Kenya. He 
meets his contact, a real babe (real cold 
warriors are sexist and proud of it)! 
After she gives him the message, she 
exits with a flirtatious wink. Unfortu- 
nately, before Guy can follow her and 
succomb to her feminine wiles (real 
cold warriors are... well... I guess 
there’s no need restating the obvious), 
she is abducted and Guy is left to duke 
it out with a tough goon. This fistfight, 
for true action gamers everywhere, is 
cleverly designed and very enjoyable. 

Guy’s message leads him to Peru. As 
he makes his way over a log that has 


fallen across a gorge, he is ambushed 
by Peruvian Indians in the employ of 
Von Max. Guy takes up a stick and uses 
it as a quarter-staff to battle these na- 
tives in a scene that is reminiscent of 
Robin Hood’s meeting with Little 
John. 

The problems with the Indians are not 
over yet. Guy travels across a clearing 
in the jungle while avoiding thrown 
spears and pits filled with sharpened 
stakes. Guy makes a bow and arrow 
that he can use to defend himself, but 
many will find it so difficult to use that 
it is much simpler just to run and avoid 
the spears and pits (in the tradition of 
another well-known adventurer^“ ). 

Eventually, Guy locates the Dooms- 
day Tower inside an ancient Incan tem- 
ple. Of course, it is not unguarded. In 
addition to dealing with the guards, the 
agent must also avoid the tower’s auto- 
mated laser cannon. He leaps and rolls 
across the screen in order to dodge the 
laser. He picks off the guards one by 
one. 


Finally, he is inside the tower and at 
last confronts the infamous Von Max. 
The evil baron holds a knife poised at 
the throat of Guy’s Kenyan contact. 
Naturally, like most pulp heroes, Guy 
does a really stupid thing. He tosses 
aside his weapon. Von Max sneers and 
closes on Guy, intent on cutting him to 
pieces with the knife. This scene can be 
quite grisly should guy not find a way 
of winning the final battle with Von 
Max. 

I VS. Spy (Critical Notes) 

Despite the pleasure I derived from 
the game, I must note a few minor 
details. The manual was full of several 
minor spelling errors. The pulp-like 
fiction therein was long and drawn out. 

Indeed, it was overall unnec- 
essary to get the player into 
the fiction of the game and 
the game would have been 
much more enjoyable if the 
set-up plot would have un- 
folded more on the screen 
and less in the manual. De- 
spite these minor flaws, 
however, the manual was 
fairly well-organized and did 
a viable job of explaining the 
various goals and controls 
for each Individual scene in 
an easy-to-follow format. 

Although the game boasts 
three levels, I rather doubt 
that many players would 
play on the two harder levels. 
I tried, although I failed mis- 
erably. ReadySoft’s customer support 
told me that they had a difficult time 
playing the two higher levels. Never- 
theless, I found the game quite satisfy- 
ing on the simplest level. 

Many will complain about the save 
game option, however. It only allows 
for saving one game per disk. If a 
player decided to save on each level, 
therefore, it would require 1 3 different 
disks. For an arcade game, where "save 
games" are rare rather than standard, 
this seems acceptable. Players should 
be forewarned, however. 

In short, this game does a great job of 
providing thrills for the average arcade 
player. The animation is eye-catching 
and the battles offer a sufficient amount 
of variety. Guy Spy is not the sort of 
game I would take down from the shelf 
again and again, but should guests ar- 
rive, I would have a great package to 
demonstrate the wonders of computer 
animation, sound, and arcade fun in an 
easy-to-leam game, cow 
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Lemmings Data Disk 

$19 

Light Corridor 

$29 

Light Quest 

$32 

Loopz 

$24 

Monty Python 

$15 

Ms Pac Man 

$ 6 

M.U.D.S. 

$16 

Mystical 

$27 

Nevermind 

$25 

Night Breed 

$15 

Night Shift 

$17 

Ninja Rabbits 

$10 


'CAR & DRIVER' 

lets you test drive 
10 of the best per- 
formance cars like 
the Porshe 959, 
Shelby Cobra, and 
Ferrari Testarossa 
Features 10 differ- 
ent tracks, bit- 
mapped land- 
scapes, drive in 
any direction or off 
road, head to head 
via modem, instant 
replay. 256 color 
VGA, and sound 


support. $36 


Nova 9 $21 

Obliterator $ 6 

Oil’s Welt $15 

Pac Man $ 9 

Pick N Pile $27 

Pipe Dream $19 

Pitfighter $22 

Powerdrome $12 

Power Hits; Battletech $32 
Power Hits: Sci Fi $32 

Punisher $ 9 

Roller Babes $25 


Rotox 

$20 

Savage 

$19 

Sierra Arcade Bundle 

$24 

Sllpheed 

$21 

Simpsons Arcade Game $31 

Sliders 

$27 

Space Ace 1 or 2 

$34 

Space Wars 

$37 

Speedball 2 

$25 

Stellar 7 

$21 

Stormlord 

$ 9 


Terminator $34 

Tetris Classic WIN $27 

Tristan Pinball $39 

Troika $19 

Vaxine $24 

Viking Child $32 

Votfied $24 

Wild Streets $31 

Wild Wheels $32 

Wrath of the Demon $29 

X Men $ 9 

X Men 2 $25 

Xenoclde $12 

IBM HARDWARE 
Ad Lib Sound Card $49 

Ad Ub Gold 1000 $179 

Adlib Progrmrs Manual $27 
Adlib Surround Sound $64 


Adlib Telephone Module $64 
Ad Lib Visual Composr $75 
Ad Lib Speakers $15 
Flight Stick $43 

Flight Stick w Falcon $46 
Game Card 3 $36 

Gravis Ultrasound Brd $149 
Champ Joystick $24 
Maxx Control Yoke $59 
Maxx Rudder Peddals $39 
Mouse 3 Button $29 
Pro Audio Spectrum 16$199 
Pro Audio Spctrm Plus $1 39 
Sound Blaster $99 

Sound Blaster Pro $1 89 
Sound BIstr Pro Basic $159 
Snd Blaster Speakers $15 
Snd Blaster Voice Edtr $54 
Sound Star Snd Board $14 
Thrustmaster Joystick $69 
Thrstmstr Pro Joystick $1 09 
Thrstmstr Ruddr Pedal $1 09 
Thrustmstr Weapn Cntrl $79 
In 'UTOPIA' you 

decide whether to 
spend funds build- 
solar panels 
and life support 
a se- 
curity HQ and war 
machines. Fea- 
ures 10 indepen- 
races to 
defend against. 3D 
isometric com- 
over- 

head maps of fuel, 
oredeposits, radar 
and enemy 
movements. $31 

Thunder Board SndBrd $84 
Thunder Board for WIN$1 09 
Thunder Board Spkrs $15 
Video Blaster $349 

IBM SIMUUTION 
688 Attack Sub $19 
A10 Avenger $46 

A10 Tank Killer 1.5 $34 

Aces of the Pacific $42 
Aces Pacific Mission 1 $27 


IBM SPORTS 


Super Car Pack $37 

Team Suzuki $15 

Tennis Cup $32 

Tie Break Tennis $14 

TKO Boxing $ 6 


Tom Landry Football $29 
Tony LaRussa Basebll $19 
T LaR Fantasy Managr $15 
T LaRussa AL Stadiums $15 
T LaRussa NL Stadiums$15 


On Target 

$10 

Peanuts 

$31 

Penthouse Jigsaw 

$24 

Pictionary 

$19 

Pinball WIN 

$29 

Planet of Lust 

$19 

Price is Right 

$15 

Prime Time Hits 1 or 2 

$25 

Rack’em 

$12 

Risk 

$24 

Risk WIN 

$29 

Rodeo Games 

$10 


is a digital jigsaw 
for adults. 
jII screen 
images may 
be scrambled into 
a varying number 
of pieces from 25 
to 100. Numerous 
help features; save 
& reload multiple 
games, cancel & 
undo moves. IBM 
version includes 16 
ravishing girls with 
optional data disks 
available. $26 


Sargon 4 or 5 

$34 

Scrabble 

$24 

Scrabble Deluxe 

$24 

Shanghai 2 

$24 

Shogi Master 

$34 

Solitaire WIN 

$32 

Solitaire Royale 

$19 

Solitaires Journey 

$38 

Sorry 

$15 

Space Vegetables 

$10 

Spot 

$15 


DragonWars $10 

Drakkhen $10 

Dynamix Great War Pin $16 
EcoQuest $10 

Elvira lor 2 $10 

Eye of Beholder 1 $10 

Eye of Beholder 2 $12 

Fountain of Dreams $10 
Free DC $10 

Gateway Savage Frntr $10 
Global Conquest w/Dlsk $21 
Gunship2000 $16 

Hard Nova $10 

Harpoon Battlebook $16 
Heart of China $10 

Hero’s Quest 1 - 3 Ea $10 
Hero's Qst 3 Strat Gutde$19 
Immortal $10 

Indy Jones Lst Crsade $10 
Indy Jones Fate Atlantis $10 
Island of Dr Brain $10 
Jetfighter2.0 $16 

King's Quest 1 - 5Ea $10 
Leisr Suit Larry 1 -5Ea$10 
Lemmings w/Disk $21 
Loom $10 

Lord of the Rings 1 or 2 $10 
Lost in LA $10 

LucasArts Adventure $16 
Magic Candle 1 or 2 $10 

Manhunter NY or SF $10 
Maniac Mansion $10 
Martian Dreams $13 
Matrix Cubed $10 

Mean Street $10 

Might & Magic 1 or 2 $10 

Might & Magic 3 or 4 $16 

Official Sierra Hint Bks $12 
Planet’s Edge $16 

Police Quest 1 - 3 Ea $10 
Pool of Darkness $12 


HINT BOOKS IBM ROLE BUYING 


Pool of Radiance 

$10 

Bard’s Tale 2 

$19 

Populous 1&2 OfficI Str 

$16 

Bard’s Tale 3 

$32 

Power Monger 

$10 

Bard’s Tale Cnstrctn St 

$19 

Power Mngr Strategy Bk$16 

Battletech 

$12 

Prophecy of the Shadow$1 2 

Battletech 

$31 

Quest for Clues 2, 3or4 

$21 

Black Crypt 

$32 

Quest for Glory 1 -3 Ea 

$10 

Bloodwych 

$15 

Railroad Tycoon 

$10 

Buck Rogers 1 

$12 

Rise of the Dragon 

$10 

Captain Blood 

$ 9 

Run 5 Issue 1 - 20 Ea 

$ 6 

Captive 

$30 


IBM ROLE BUYING 


Questron2 $12 

Rings of Medusa $24 

Sea Rogue $39 

Sentinel Worlds $ 9 

Sleeping Gods Lie $29 

Space1889 $16 

Space Hulk $38 

Space Inc $34 

Space Rogue $30 

Space Wrecked $19 
Spellbound $39 

Speticraft Aspct of Valor $38 
Spell Jammer Pirtes RS $38 
Spirit of Excallber $19 

Starflight 1 $17 

Starflight2 $17 

Star Saga 2 $19 

Sword of the Samurai $ 9 

Swrd Samral & Pirates $16 

Tangled Tales $21 

Terran Envoy $12 

Third Courier $ 6 

Times of Lore $28 

Tunnels & Trolls $15 

Twilight 2000 $34 

Twilight 2001 $39 

Ultima Martian Dreams $37 
Ultima Savage Empire $34 
Ultima Trilogy $35 

Ultima Trilogy 2 $45 

Ultima 4 $35 

Ultima 5 $35 

Ultima 6 False Prophet $39 
Ultima 7 Black Gate $46 
Ultima Stygian Abyss $48 
Uncharted Waters $42 

Vengeance of Excalibur $19 

Windwalker $26 

Wizardry Trilogy $32 

Wizardry 4 $19 


Wizardry 5 $32 

Wizardry 6 Cosmic Frg $37 

Wizardry 7 Crusaders $39 

IBM ACTION/ARCADE 
Airborne Ranger $12 

Aliens ate my Babysitter $32 

Amazing Spiderman $ 9 

Arachnaphobia $28 

Artura $ 6 

Back to the Future 2 $15 

Back to the Future 3 $15 

Barbarian $ 9 

Bargon Attack $24 

Bart SImpsn House Wrd $31 

Battle Master $37 

Battlestorm $32 

Bill & Ted's Excllnt Adv $19 

Blockbuster $ 5 

Blockout $28 

Brain Blaster $28 

Budokan $17 

Colorado $ 6 

Continuum $29 

Cool Croc Twins $24 

Crackdown $17 

Dark Century $27 

Day of the Viper $19 

D Generation $32 

Dig Dug $ 6 

Dr Doom’s Revenge $ 9 

Dragon's Breath $27 

Dragon’s Lair 1 $24 

Dragon's Lair 2 $34 

Drgn’s Lair Singe Csti $34 

Freakn Funky Fuzzballs $19 

Galactic Conqueror $31 

Galactic Empire $27 

Galaxian $ 6 

Gauntlet 1 or 2 $ 9 

Gobliiins $24 


IBM ACTION/ARCADE 


Gold of the Aztecs 

$29 

Grave Yardage 

$12 

Gremlins 2 

$ 9 

Guy Spy 

$29 

Hard Driving 2 

$38 

Hare Raising Havoc 

$32 

Home Alone 

$27 

Killing Cloud 

$19 

Knight Force 

$29 

Lemmings 

$32 


IBM ACTION /ARCADE 

Super Off Road $15 
Super Pac Man $ 9 
Super Space Invaders $25 
Take a Break Crosswrd $29 
Take a Break Pinball $29 
Take a Break Pool $29 
Taking of Beverly Hills $24 
Teenage Mtnt NnjaTrtI $25 
TMNT Manhatten Miss $31 
TMNT Arcade $24 


TLaR Teams1901-68 

$15 

Weaver Baseball 2.0 

$17 

Weaver Commisnr2.0 

$16 

World Circuit 

$34 

World Class Soccer 

$28 

IBM TRADITIONAL 

3D Pool 

$12 

3 in 1 Players Pack 

$19 

Acquire 

$15 

Advance to Boardwalk 

$15 

Armada 

$10 

Amarillo Sim 7 Card Std$10 

Amarillo Slim Poker 

$12 

Backgammon WIN 

$19 

Battle Chess 1 or 2 

$29 

Battle Chess WIN 

$29 

Battle Chess 4000 

$36 

Blackjack DOS/WIN 

$16 

Bridge 7 

$31 

Bridgemaster 

$29 

Casino Craps 

$10 

Casinos of the World 

$29 

Centerfold Squares 

$21 

Check Mate DOS/WIN 

$36 

Chessmasler3000 

$32 

Chessmaster 3000 WIN 

$38 

Chess Net WIN 

$19 

Chess X Collossus 

$17 

Classic 5 DOS/WIN 

$32 

Clue Master Detective 

$15 

Combination Lock 

$10 

Crossword Magic 

$29 

Dealers Choice Poker 

$29 

Demon Blue 

$10 

Dr Thorp's Blackjack 

$32 

Dr Thorp's Mini BIckjck 

$10 

Ewd OThorpe Blackjack$12 

Electric Jigsaw 

$12 

Faces: Tetris 3 

$15 

Femmes Fatale 

$26 

Femme Fatale DD 1 

$16 


Femme Fatale DD 2 $18 

Femme Fatale DO 3 $18 

Floor 13 $15 

Game Maker $68 

Games People Play $27 
GO Master 5 DIx $109 
GO Master 5 DIx WIN $109 
GO Joseki Genius $39 
GO Junior $19 

GO Master 5 DOS/WIN $39 
GO Scribbler $34 


IBM TRADITIONAL 

GO Tactical Wizard $39 
GO Master Toolkit $39 
Grand Slam Bridge $22 
Grand Slam Bridge 2 $32 

Grandmaster Chess $37 
Home Alone 2 $26 

Home Casino Spectaclr $15 
Hong Kong Mah Jong $32 
House of Cards $12 
Hoyle’s Games 1 $21 


Hoyle’s Games 2 $21 

Hoyle's Games 3 or 4 $29 
tshido $17 

Jeopardy 1 or 2 $10 

Jigsaw Pinups $24 

Jones in the Fast Lane $24 
ULaw $34 

Living Jigsaws $12 

Lotto Gold $29 

Lexicross $24 

Monopoly $24 

Omar Sharif on Bridge $37 


IBM TRADITIONAL 


Stratego $31 

Strip Poker 3 $31 

SlripPokr3DD1-6Ea $19 
SuperJeopardy $27 
Super Tetris $29 

Terminator Chess $36 
Tetris Classic $27 

Trump Castle 2 $24 

Trump Castle 3 $34 

Trump Castle Data Disk $ 9 
Turn-n-Burn $10 

Vegas Entrtmnt Pk WIN $20 
Video Poker by Masque $12 
Video Poker DOS $34 

Video Poker WIN $34 

Waynes World $26 

Welltris $21 

Wheel of Fortune 1-3 Ea$10 
Wheel of Fortune Gold $15 
Wordtris $27 

Wrld Chmp Backgamn $24 
Wrid Chmp Cribbage $24 

HINT BOOKS 
688 Attack Sub $10 
Advnturs Willy Beamish $10 
Altered Destiny $10 
A Train $16 

Bard’s Tale 1 - 3 Ea $10 
Buck Rogers 1 or 2 $10 

Castle of Dr Brain $10 
Champions of Krynn $10 
Civilization $16 


Code Name Iceman $10 
Colonel Bequest 1 or 2 $10 
Conquests of Camelot $10 
Conquests of Longbow $10 
Curse of Azure Bonds $10 
Dark Queen of Krynn $10 
Death Knights of Krynn $10 


'F15 STRIKE 
EAGLE 3' will 
challenge even 
seasoned pilots. 
Includes a new 
visual system that 
blends 3D poly- 
gon and bit- 
mapped graphics. 
Features cam- 
paign mode, 2 
player head-to- 
head by modem, 
and 2 player coop- 
erative in separate 
planes or in the 
same FI 5, $44 


Savage Empire $10 
Search for the King $10 
Secret Mnky Isind lor 2 $10 
Secret of Silver Blades $10 
Sentinel Worlds $10 
Shadow Sorcerer $10 
Simcity/Simearth $20 
Space Quest 1 -4Ea $10 
Spellcasting 101 or201 $10 
Starflight 1 or 2 $10 

Star Trek 25th Anniv $10 
Strategy Plus 3 -1 1 Ea $8 
Strategy Plus 12-22 Ea $5 
Strike Commander $16 
Stunt Island $16 

Time Quest $10 

Treasures Savage Frntr $10 
Tunnels & Trolls $16 
Ultima 4 - 7 Ea $10 
Ultima Avatar Advntures$16 
Ultima Underworld $10 
Ultima 7 & Underworld $16 
V for Victory $16 

Wizardry 6 Cosmic Frg $12 
Wizardry 7 Crusade $12 
Yeager’s Air Combat $1 6 

IBM AD & D 

AD&D Collectors Ed 2 $45 
AD&D Starter Kit $45 
Champions of Krynn $19 
Curse of Azure Bonds $1 5 
Dark Queen of Krynn $32 
Dark Sun $37 

Death Knights of Krynn $20 
Dragon Strike $15 

Dragons of Flame $12 
Eye of the Beholder $19 
Eye of the Beholder 2 $38 
Gateway Savge Frontr $32 
Heroes of the Lance $12 
Pool of Darkness $38 


Celtic Legends $32 

Challenge of 5 Realms $44 

Champions $37 

Conan $29 

Corporation $19 

Cybergenic Ranger $32 

Cyber Space $29 

Darklands $39 

Drakkhen $37 

DragonWars $12 

Dusk of the Gods $29 

Elvira 1 or 2 $29 

Escape from Hell $17 

Fire King $19 

Flames of Freedom $28 

Fountain of Dreams $15 

Four Crystals of Trazere$32 
Gods $26 

Hard Nova 
Heaven & Earth 
Hero’s Quest 1 EGA $21 

Hero’s Quest 1 $32 

Hero’s Quest 2 $21 

Hero’s Quest 3 $39 

Immortal $17 

Keys to Maramon $12 

King’s Bounty $15 

Knights of Legend $30 

Legacy of the Necrmncr $19 
Legend $31 

Lord of the Rings 1 $32 

Lord of the Rings 2 $37 

Loremaster $39 

Lure of the Temptress $37 

M $45 

Magic Candle 1 $12 

Magic Candle 2 or 3 $38 

Matrix Cubed $32 

Mechwarrior $19 

Megatraveller 1 $16 

Megatraveller 2 $19 

Megatraveller 3 $39 


unugrr.Miniii 


'PRO AUDIO 
SPECTRUM 
PLUS’ features hi- 
fidelity recording & 
playback in 44kHz 
stereo, advanced 
20 voice stereo syn- 
thesizer, high per- 
formance 16 bit in- 
terface, 4 watt per 
channel amp, built 
in SCSI interface, 
MIDI sequencer, 
waveform editor, 
four track music 
studio, & windows 
3.1 drivers. $139 


Pool of Radiance 

$15 

Midwinter 1 

$12 

Secret of Silver Blades 

$15 

Might & Magic 1 or 2 

$12 

Shadow Sorcerer 

$15 

Might & Magic 3 

$38 

Tales Magic: Prophcy S $38 

Might & Magic 4 or 5 

$46 

Treasurs Savage Frontr $32 

Mines of Titan 

$12 

War of the Lance 

$ 9 

Mission Impossible 

$19 



Murder 

$29 

IBM ROLE PLAYING 

Obitus 

$34 

2400 AD 

$28 

Pirates Gold 

$34 

Autoduel 

$26 

Planet’s Edge 

$38 

Bad Blood 

$31 

Prophecy 1 

$12 


In 'ALIENS ATE 
MY BABYSTTTER' 

you are Comander 
armed with 
neutral stun- 
ner and pogo stick. 
Hop into your 
homemade rocket 
and blast off to the 
rescue. Features 
360degree smooth 
scrolling action, full 
sound 
track with, abilityto 
saveyourgame, ar- 
cade and cinematic 
sequences. $32 


'NFLCHALLENGE 
PREMIUM EDI- 
TION' lets you ex- 
plore the world of 
Pro Football at its 
finest. Features 
play-by-play com- 
mentary, scoring 
drive recaps, new 
computer coach, 
new offensive and 
defensive 
playbooks, digi- 
tized sound effects, 
multiple back- 
ground game play, 
& injuries. $59 


'AMAZON' recap- 
tures the fun of the 
1950's drive-in mov- 
ies. Travel to un- 
explored regionsof 
the Amazon, fight 
1 0 foot ants, and 
find emeralds sto- 
len by Cortez. Amaz- 
ing cinematic ef- 
fects such as mul- 
tiple camera 
angles, flashbacks, 
zooms, pans, & 
fades. Features full 
digitized voices & 
sound effects. $39 
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Edutainment 


PMCht, MC Hi^! 

Why Edutainment Doesn't Make It In A 

Videogame World 

by Sara Reeder 


A ll I want is a reasonable expla- 
nation. And I know I’m not the 
only one. As I write this, consci- 
entious parents across our great land are 
watching in quiet desperation as their 
kids spend yet another golden summer 
afternoon inside, glued to the Nintendo 
deck. 

It’s been like that for about seven years 
now. From where we sit, reports of the 
video game market’s imminent demise 
appear to be highly exaggerated. Here 
we’ve got the best-selling piece of hard- 
ware in computer history — and the one 
most closely identified with children. 
We’ve heard six years’ worth of con- 
cerned talk about the possible negative 
effects of video games. (The only thing 
that generates more bad press than video 
games is the TV set itself.) And 
as a counterpoint, we keep 
reading articles by people like 
me extolling the promise and 
wonder of the new generation 
of kids’ software, and the im- 
mense potential of computers 
as a learning medium. It 
doesn’t add up. According to 
the basic theories of market dy- 
namics, these factors should 
naturally bring about a large, 
sudden explosion of great 
video game software that kids 
enjoy, and parents can live 
with. In the more responsive 
disk-based market, these prod- 
ucts would have started appear- 
ing within a year of the first 
wave of bad press. (Remember 
the Surgeon General’s 1987 re- 
port on the life-threatening 
dangers of "Nintendo 
Thumb?") But it didn’t happen then. In 
fact, it’s just barely started to happen 
now. And it makes me wonder. . .am I just 
paranoid, or is this an insidious Japanese 
plot to create a generation of dazed, 
twitchy Americans with great eye-hand 
coordination? My curiosity about this led 
me to over a dozen discussions with de- 
velopers, publishers, parents, and other 
interested parties. While the video game 
industry has never been held up as the 
paragon among free markets, it became 
increasingly clear that if you were design- 
ing a system specifically to discourage 
innovation of any kind, you could hardly 
do better than the one that puts 
videogames in your kids’ hands. It seems 
that every stage in the development, dis- 
tribution, and retailing of game carts fa- 
vors those who don’t deviate from the 
tried-and-true formula of fighting, driv- 


ing, and shooting games. Let’s take a look 
around, starting at the top. 

The Developers 

Imagine that you’re a computer game 
developer in 1985. It’s morning in Amer- 
ica, Steve Jobs is about to get booted out 
of Apple, and, with EGA color on the 
horizon, computer technology is improv- 
ing at warp speed. A popular Japanese 
coin-op arcade company comes out with 
an antediluvian 8-bit throwback of a car- 
tridge machine for the home. It reminds 
you eerily of the old Atari deck, now 
being used as a bookend in your kid 
brother’s room. The games are flat and 
cartoon-like. You can’t save data. The 
company holds developers to about a 


hundred different design restrictions de- 
signed to squelch any possible creative 
impulse. The company proceeds to sell 
millions of units and make billions of 
dollars, all the while selling variants of 
the same fighting, shooting and driving 
games to the same mesmerized group of 
7-to- 14-year-old boys. Occasionally, 
someone will try something different: a 
sports game, or a kids’ game. If there’s a 
good license involved, WVe Sesame Street 
or Barbie, they may do OK, although the 
company will only give them tentative, 
halfhearted support. 

The Publishers 

As a major computer game publisher, 
you maintain an uneasy relationship with 
Nintendo and Sega, mainly because the 
two videogame giants hold the monopoly 


on producing carts for their machines. If 
someome wants to produce a cart, they 
have to give the giants a lot of money to 
make it for them. This means they see less 
profit on each cartridge and have to put 
their bets on being able to sell a higher 
volume. Unfortunately, educationally- 
oriented titles don’t generate that kind of 
volume, and, to make it worse, they usu- 
ally sell for less than regular games. Be- 
sides, putting the "edutainment" stamp on 
any entertainment product is the kiss of 
death. It’s a dollars-and-cents decision, in 
which breaking from the standard for- 
mula just doesn’t pay. It’s a lot different 
with your disk-based product line. Over 
the years, you’ve watched that market 
mature, moving through arcade games to 
deep, sophisticated fantasy role-playing 
games and complex simula- 
tions of all kinds. On the cart 
side, everything’s still focused 
on arcade games, and there 
aren’t any real pressures to 
change that. (Until recently. 
More about that later.) 

The 

Manufacturers 

There are only two that mat- 
ter: Nintendo and Sega. As the 
undisputed leader of the car- 
tridge market, Nintendo has 
been very careful to maintain 
an iron grip on everything that 
goes through its channel. 
Every game shipped under a 
Nintendo license is evaluated 
according to the company’s 
40-point scoring system and 
subjected to an intensive tech- 
nical review. High-scoring products get 
the full benefit of Nintendo’s formidable 
marketing resources. A lower score 
means a smaller commitment. Once Nin- 
tendo of America approves the product, 
the entire evaluation is repeated again in 
Japan. Given the company’s eagerness to 
put the burden of risk on others, they’re 
content to leave the exploring to the 
above-mentioned pioneers. This caution 
extends to new game topics, new tech- 
nologies and new audiences. The few 
forays into young children’s software 
have relied on blockbuster licenses and, 
even the Sesame Street and Barbie games 
were not noted for their innovation. Fur- 
thermore, Nintendo is notoriously inflex- 
ible when it comes to negotiating 
manufacturing prices for its carts: as one 
publisher put it, "They don’t show any 
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IBM SIMULATION 


Aces Pacific Mission 2 $27 
Aces over Europe $46 
Aces Europe Mission 1 $27 
Aces Europe Mission 2 $27 
AH 64 Helicopter $46 
Air Force Commander $34 
Allied Forces Bundle $29 
Armor Geddon $29 

ATAC $29 

ATP $37 


B17 Flying Fortress $39 
Battle Command $19 
Battlefield 2000 $37 

Birds of Prey $32 

Blue Max; Aces WW 1 $12 
Campaign Strat Flight S $37 
Car and Driver $38 

Cardinal of the Kremlin $27 
Carrier Command $12 
Conqueror Multi Tank $16 
Crash Course $6 

Design yr own Railroad $29 
Dynamics Bundle $39 
El Fish $41 

Elite Plus $19 

Eye of the Storm $29 
F117ANighthawk $42 
F14 Tomcat $19 

F15 Strike Eagle 2 $19 

F15SE2 Scenario Disk $17 
F15 Strike Eagle 3 $44 

F19 Stealth Fighter $24 

F22 ATF $39 

F29 Retaliator $32 

Falcon AT $19 

Falcon 3.0 $45 

Falcon 3 Scenario 1 $22 

Fire & Forget 2 $30 

Flight of the intruder $19 
Flight Simulator 4.0 $42 

Aircraft Scenry Design $35 
Flight Planner $24 

New Facilities Locator $27 
Sound, Graphics Upgrde$27 
Fly Grand Canyon 3D $45 
Guntxrat $33 

Gunship $12 

Gunship2000 $39 

Gunship 2000 Scenario $24 
Harrier Combat Sim $ 6 
Heatwave $25 

Heros of the 357th $32 


Hoverforce $31 

Hunt for Red October $22 

Hyperspeed $34 

Jet Fighter 2 $39 

Jet Fighter 2 Missn Disk $19 
Jump Jet $39 

Knights of the Sky $29 

Land. Sea & Air 1 or 2 $39 

LHX Attack Chopper $17 

Life & Death 1 or 2 $23 

Lightspeed $29 


style castle 
You 
four 
to attack 
and defend in a one 
castle scenario or 
extended cam- 
Includes his- 
troops 
English, 
mythical 
(Elves, 
Giants), 
towers, bat- 
rams, cata- 
andoil. $38 


Sim Life 

$41 

Silent Service 2 

$34 

Stormovik 

$15 

Strike Aces 

$19 

Strike Commander 

$45 

Stunt Driver 

$15 

Stunt Island 

$34 

Tank 

$37 

Team Yankee 

$34 

Team Yankee 2 

$29 

Test Drive 2 

$30 


Space Ace 2 

$34 

Space Ace 2 Color 

$34 

Starglider 

$29 

Tesserae 

$32 

Thexder 1 

$15 

Tristan 

$48 

Welltris 

$24 

Xerion 

$25 

MAC SIMULATION 

Carrier Command 

$31 

Design your own Train 

$32 

F40 Pursuit Simulator 

$31 

Falcon 

$34 

Falcon AT 

$37 

Falcon Color 

$46 

Grand Prix Circuit 

$24 

Hunt for Red October 

$21 

Life and Death 

$32 

Megafortress 

$38 

Red Baron Color 

$39 

Sands of Fire 

$32 

Sim Ant 

$35 

Sim City Supreme 

$46 

Specter 

$37 

Tank 

$37 

Test Drive 2 

$27 


Test Drive 2 CA Challng$15 
Test Drive 2 Euro Chllg $15 
T est Drive 2 Muscle Car $1 5 
Test Drive 2 Supercars $15 


Tracon $34 

Tracon2 $29 

Vette $33 

Yeager's AFT $32 

MAC EDUCATIONAL 
Castle of Dr Brain $29 

Dvorak on Typing $32 

EcoQuest 2 Color $34 


Rodney's Funscreen $32 


'AIR BUCKS' isyourchancetobuild an airline from the ground 
up. Starting with $1 00,000 and a DC3, you must decide which 
routes to cover, whereto locate your hub, which planes to buy, 
Chan^wor1dmap,1to4players,andapoint&dickinterface. $34 


Malta Storm 

$36 

Moscow Campaign 

$36 

North & South 

$27 

Operation Overlord 

$36 

Operation Spruance 

$34 

Overrun 

$15 

Panzer Battles 

$29 

Patriot 

$38 

Rommel El Alamein 

$36 

Rommel at Gazala 

$36 

Rorke's Drift 

$34 


Ogre $19 

Omega $34 

Operation Combat $15 

Overlord $24 

Paladin $28 

Perfect General $34 

Perfect General Seen $23 

Populous $32 

Populous 2 $38 

Populous World Editor $16 
Ports of Call $25 


IBM SIMULATION 


M1 Tank Platoon $34 

Mantis ExprmntI Fghtr $39 

Megafortress $26 

Megafrtrss Mission 1 $26 

Megafrtrss Mission 2 $26 


Megafortress 3D Editor $27 
Megafortress Mega Pek $38 
Miami Enforcer $39 
Mig 29 Fulcrum $32 
Orbits $37 


Power Boat Simulator $39 
Rapeon $29 

Reach for the Skies $31 
Red Baron $39 

Red Baron Missn 1 or 2 $24 
Red Storm Rising $14 


Road&Track Grand Prix $37 
Sailing Instructor CGA $199 
Sailing Simulator CGA $39 
East Coast Voyages $39 
West Coast Voyages $39 
Sailing Instructor VGA $239 


Sailing Simulator VGA $42 
East Coast Voyages $39 
West Coast Voyages $39 
Scenery Collectn A or B $37 
Secret Weapons Lfhvff $44 
S Weapons Expl P38 $21 
S Weapons Exp2P80 $21 
S Weapons Exp3 Hel 62$21 
S Weapons Exp4 Do335$21 
Shuttle $29 

Sim Earth 4000 $42 

Sim Farm $41 


LostTreasurs Infocom $46 
Mantis Expermt! Fighter $45 
Omar Sharif on Bridge $46 
Secret of Monkey Island $49 
Secret Weapon's Luftwff$59 


Shuttle $24 

Space Quest 4 $42 

Spirit Excalibur $24 

Star Child $32 

Star Trek 25th Annivrsy $46 

Stellar 7 $42 

Ultima Bundle $59 

Where in World CSD $64 

White Horse Child $32 

Wing Commandr Bundle$45 

IBM CHARACTER 
EDITORS 

Bard's Tale 1-3 Ea $16 


Champions of Krynn $16 
Curse of Azure Bonds $16 
Dark Heart of Uukrul $16 
Dark Queen of Krynn $16 
Death Knights of Krynn $16 


Drakkhen $16 

Escape from Hell $16 

Eye of Beholder 1 or 2 $16 

Fountain of Dreams $16 

Hard Nova $16 

KeystoMaramon $16 

Knights of Legend $16 


Lord of the Rings 1 or 2 $16 
Magic Candle 1 -3 Each $16 
Megatraveller 1 or 2 $16 

Might & Magic 1-3 Each $16 
Planets Edge $16 

Pool of Radiance $16 
Prophecy of the Shadow$16 
Secret of Silver Blades $16 
Sentinel Worlds $16 
Space Rogue $16 


MAC TRADITIONAL 


Solitaire Royale 

$15 

Stratego 

$31 

Super Tetris 

$32 

Swap 

$29 

Tetris 

$24 

Wordtris 

$29 


MAC ROLE PLAYING 


Curse of Azure Bonds $38 
Dark Queen of Krynn $38 
King's Bounty $15 

Might & Magic 3 $38 

Pirates $34 

Pools of Darkness $38 
Pools of Radiance $32 
Secret of Silver Blades $38 
Spirit of Excalibur $29 
Starflight 1 or 2 $38 

Vengeance of Excalibur $29 
Windwalker $28 

Wizardry 1 $28 

Wizardry 2 $33 

Wizardry Cosmic Forge $37 


MAC ARCADE 


4D Boxing $32 

Armor Alley $32 

Crazy Cars $25 

Dragon's Lair $34 

Dragon's Lair Color $34 

Dragon's Lair 2 $34 

Dragon's Lair Esc Singe $34 
Faces/Tetris 3 $25 

Guy Spy Color $29 

Nova 9 Color $21 

Oids $25 

Pick n Pile $28 

Pipe Dream $19 

Shufflepuck Cafe $27 

Space Ace $34 


AMIGA WARGAMES 


Action Stations $29 
Action Stations Scenario$14 
Afrika Corps $34 

Battle Tank Barbarossa $36 
Blitzkrieg $29 

Blitzkrieg May 1940 $34 

Campaign $29 

Charge of Light Brigade $34 
Civil War No Grtr Glory $42 
Conflict Korea $36 


AMIGA WARGAMES 


Second Front $36 

Storm Across Europe $12 
To the Rhine $36 

Typhoon of Steel $15 

UMS2 $34 

Wargame Constretn Set $12 
Warhead $34 

Waterloo $12 

Western Front $37 

White Death $29 


■QUEST FOR 
GLORY 3' you 
bring peace 
tothelandofTarna 
using a balance of 
loyalty, friendship 
honor. Fea- 
tures hand painted 
digitized art, 
videocaptured ani- 
mation, multiple so- 
lutions depending 
on abilities, sophis- 
ticated conversa- 
tion & combat sys- 
and full mu- 
sic support. $39 


IBM SIMULATION 

Test Drive 2: Collection $29 
Test Drive 2: CA Challg $15 
Test Drive 2: Euro Chllg $15 
Test Drive 2; Muscle Cr $10 
Test Drive 2; Supercars $15 


Test Drive 3 $29 

T03 Road & Car Disk $19 

TFH&BH1942 $44 

Thunderhawk $24 

Thunderstrike $27 

Top Gun Danger Zone $31 

Tracon 1 or 2 WIN $34 

Tracon 2 $29 

Ultrabots $37 

Unnatural Selection $32 

Vette $29 

Virtual Reality Studio $49 

Wing Commander 1 $39 


WC1 Secret Mssn 1 or2$19 
Wing Commander 2 $45 

WC2 Opertn Mod 1 or 2 $27 
WC2 Speach Pack $15 
Wolfpack $15 

Yeager’s Air Combat $38 


IBM CD ROM 

7lh Guest $56 

Aesop's Fables $32 
Battle Chess DOS/WIN $46 
Buzz Aldrin Race Space $59 
Capstone Game Collect $45 
Conan $24 

Cnqst Robin Hood WIN $42 
Don Quixote $32 

Dune $35 

El Grito Del Jaguar WIN $46 
Fascination WIN $39 
Jones in the Fast Lane $42 
King's Quest 5 WIN $42 
Legend of Kyrandia $49 


IBM CHARACTER 
EDITORS 

Treasures Savage Frntr $16 
Tunnels & Trolls $16 
Ultima 4-7 Ea $16 

Ultima Martian Dreams $16 
Ultima Savage Empire $16 
Ultima Underworld $16 
Wizardry 4 or 5 $16 

Wizardry 1-3 $16 

Wizardry Cosmic Forge $16 


IBM EDUCATIONAL 

Romance 3 Kingdoms 

$42 

Castle of Dr Brain 

$29 

Simeity 

$29 

EcoQuest or 2 

$34 

Simeity Graphic 1 or 2 

$23 

Island of Dr Brain 

$29 

Simeity Terrain Editor 

$15 

Jones in the Fast Lane 

$24 

Sim Earth 

$41 

Mario Teaches Typing 

$24 

Spaceward Ho! 

$37 

Mixed Up Faery Tale 

$29 

Strategic Conquest 

$37 

Mixed Up Mother Goose $34 

Uncharted Waters 

$42 

Quarky Ouayso Science $29 

Warlords 

$29 

Rodney's Funscreen 

$32 



Twisty History 

$29 

MAC ADVENTURE 



Adventrs Willie Beamish $39 

MAC SPORTS 


Conquest of Longbow 

$39 

4th & Inches 

$12 

Heart of China 

$34 

Fast Break 

$30 

Indy Jones GrphcAdvtr $32 

Hardball 2 

$31 

King's Quest 5 

$39 

Jack Nicklaus Great 18 

$27 

Leisure Suit Lrryl Color $34 

J Nicklaus CD 1-5 Ea 

$15 

Leisure Suit Larry5 

$39 

Mean 18 Golf 

$30 

Loom 

$29 

Nascar Challenge 

$31 

Lost Treasures Infocom $46 

PGA Tour Golf 

$38 

Mutant Beach 

$43 

PGA Tour Course Diski $17 

Out of this World 

$36 

Playmaker Football 

$32 

Police Quest 3 Color 

$34 

Tom Landry Football 

$29 

Rise of the Dragon 

$34 

Wayne Gretzky Hockey $36 

Secret of Monkey Island $38 

Weaver Baseball 

$32 

Sky Shadow 

$28 



Space Quest 3 or 4 

$34 

MAC WARGAMES 

Where Europe CSD 

$30 

Americn Civil War Vol 1 $29 

Where Time CSD 

$30 

Civil War No Grtr GIry 

$42 

Where USA CSD 

$30 

Halls of Montezuma 

$29 

Where World CSD 

$27 

Harpoon Scenario Editr $27 



Panzer Battles 

$29 

MAC TRADITIONAL 

Patton Strikes Back 

$37 

Battle Chess 1 or 2 

$29 

Rommel North Africa 

$29 

Bridge 6.0 

$29 

UMS2 

$34 

Bridge 7 

$31 

UMS 2 Planet Editor 

$29 

Checkmate 

$36 

V for Victory 

$38 

Chessmaster2100 

$32 



Classic 5 

$32 

MAC STRATEGY 


Cribbage King Gin King $27 

Ancient Art of War 

$29 

Crossword Magic 

$32 

Ancient Art War at Sea 

$29 

Go Master 5 

$39 


In 'DISCOVERY 
INTHESTEPSOF 
COLUMBUS' you 
explore new 
worlds, battle pi- 
rates, create cities 
and trade with other 
countries to further 
your empire. Fea- 
tures 6 new worlds 
to discover, land & 
sea combat, 8 ship 
types, 4 different 
maps, 5 competing 
nations, and a 
simple point and 
$34 


Balance of the Planet 

$19 

Castles 

$36 

Citadel 

$26 

Command HQ 

$39 

Cyber Empire 

$32 

Darwin's Dilemma 

$32 

Genghis Khan 

$37 

Gold of the Americas 

$29 

Go Master 5 

$109 

Harpoon 

$39 

Harpoon Set 2 or 3 

$22 


Hoyle's Book Games 1 $21 
Hoyle's Book Games 2 $21 
Hoyle's Book Games 3 $29 
Ishido $34 

Lexicross $32 

Monopoly $29 

Omar Sharif on Bridge $36 
Risk $29 

Sargon 5 $32 

Scrabble Deluxe $29 
Shanghai! 2 $32 


AMIGA STRATEGY 


Afrika Corps $34 

Archipelagos $26 

Armada 2525 $39 

Bandit King Anct China $37 

Battle Isle $32 

Beast Busters $24 

Big Business $32 

Black Gold $28 

Breach 1 Scenario Disk $16 

Breach 2 $32 

Breach 2 Scenario Disk $15 

Buzz Aldrin Race Space $36 

Castles $36 

Castles 2 $36 

Centurion Defndr Rome $32 

Civilization $39 

Covert Action $34 

Deuteros $24 

Dino Wars $28 

Dragon Force $34 

Feudal Lords $34 

Final Conflict $34 

Fireteam 2200 $34 

Full Metal Planet $34 

Genghis Khan $37 

Global Effect $32 

Gold of the Americas $28 

imperium $26 

Koshan Conspiracy $32 

Lemmings $32 

Lemmings Datadisk $19 

L'Empereur $37 

Lost Admiral $34 

Medieval Warriors $15 

Mega Lo Mania $31 

Merchant Colony $34 

Millenium $24 

Moonbase $29 

Navy Moves $27 

Nobunaga's Ambition $37 

Nuclear War $15 




MAC STRATEGY 

Harpoon Battle Set 4 $27 

Harpoon Challengr Pek $59 
Harpoon Chlingr Pek SE$59 


Lemmings $29 

Mission Starlight $29 

Moonbase $29 

Operation Combat $15 

Railroad Tycoon $45 

Reach for the Stars $29 

Robo Sport $35 


Conflict Middle East $36 
Dreadnoughts $42 

Dreadnoughts Ironclads $29 
Dreadnoughts Bismark $29 
Fire Brigade $35 

Fleet Med $36 

Gettysburg Turning Pnt $36 
Halls of Montezuma $28 
Harpoon $38 

Harpoon Battle Set 2 $19 

Harpoon Battle Set 3 $19 

Harpoon Battle Set 4 $26 


Harpoon Chalingr Pack $59 
Harpoon Chling Pek SE $59 
Harpoon Scenario Editr $27 


In harms Way $36 

Kampfgruppe $37 

Kreigsmarine $36 

Kursk Campaign $36 

Long Lance $36 

Lord of the Rising Sun $30 
Lost Patrol $34 


Main Battle Tnk C Grmy$36 
Main Battle Tnk N Grmy $36 


'LEGIONS OF 
KRELLA' is an- 
other in the Star 
Fleet series of 
space strategy 
simulations. You 
command more 
than 100 legions of 
battle hardened 
Krellan warriors in 
I BdleaiEasdeskcv^ 
land troop trans- 
[ ports . Features 
I real time combat, 
Istate-of-the-art 
I graphics animation 
I and sound. $36 



■ in 'MIGHT AND 


1 MAGIC: CLOUDS 
lOF KEEN' vou 


■ must lead a band 


■of adventurers to 


■ bring down the evil 

■ Lord Xeen. Fea- 


■turesfull 256 color 
|VGA support, full 


■screen animation. 


■animated icons to 


■warnofdanger,au- 
■tomapping, point & 
■click interface. diai- 

1 - 

Itized speech, 
■sound effects, & 




J'GAME MAKER' 

I allows you to cre- 
iate 256 color VGA 
N adventure and ar- 
Icade games with- 
Jout programming. 
(Features sound 
J support, multiple 
(levels per game, 
j import images from 
1.GIF files, charac- 
Iter & monster ani- 
Imation, scrolling in 
I all directions, add 
lor subtract hit 
I points, lives, score 
and money. $68 


I'TASK FORCE 
|l942' gives you a 
Ichancetocommand 
a fleet of destroy- 
ers, cruisers, and 
battleships against 
aggressive enemy 
[forces in the South 
Pacific. Features 
night combat reals - 
|tic weather condi- 
tions, blinding ex- 
plosions, flares, tor- 
pedoes, ability to 
send orders to ships 
& convoys, and 
VGA graphics. $39 


Circle Reader Service #55 




Edutainment 


favoritism — everybody has to pay 
through the nose equally." 

Sega is slightly better. To compete with 
Nintendo, they’ve had to be more inno- 
vative and more attractive to adults, girls 
and young kids — those on the fringes of 
Nintendo’s core market. But they still 
maintain a tight grip on product quality 
and content, and extract such high prices 
for cart manufacture that the fledgling 
edutainment industry is effectively shut 
out. 

The Retailers 

As a retailer, you live and die by turn- 
over. Over on aisle 3, where the "real" 
computer games are, you might keep the 
same game in stock for, oh, a year or so. 
At the national level, your chain might 
sell upwards of 40,000 copies, if it turns 
into a hit. 

On aisle 4, a high-quality kids’ learning 
product usually sells slowly but steadily 
over a couple of years before you replace 
it with something else. But on aisles 1 and 
2, where the videogames are, the stuffjust 
flies off the shelves. Nationally, 
an average game cart might sell 
half a million units in three 
months flat, then give up its 
shelf slot to a successor that 
will perform equally well. It’s a 
jungle out there — one in which 
Reader Rabbit is going to get 
chewed to pieces by Sonic the 
Hedgehog. If you had your 
way, you’d convert the whole 
store to videogames. 

The Parents 

Ever since Atari created the 
cart market over a decade ago, 
video game machines have 
been perceived by Responsible 
Adults (i.e. parents, grandpar- 
ents and teachers) strictly as a 
kids’ toy, with no worthwhile 
content, no educational value, and (be- 
yond the occasional lament over undone 
homework and wasted Saturdays) no 
need to take them seriously. Besides, the 
hardware is an order of magnitude 
cheaper than true computers. Almost any 
family can afford one; even families with 
a tricked-out PC in the study bought 
them, hoping the thing would keep the 
kids out of Dad’s spreadsheets and 
Mom’s online accounts. Because cart 
decks have been considered kids’ toys 
from the very start, it didn’t really occur 
to parents that there could be anything 
educational about them. 

Until vei 7 recently, there haven’t been 
many factions in the industry inclined to 
change that perception, which is making 
it really rough for the few companies 
who’d like to try. "Nintendo is so incred- 
ibly absorbing," sighed a marketer at a 
major publishing company. "Forget 
about straight education. It would be 
great if we could just put that focus to 
work on developing memory and strate- 


gic skills. With the number of machines 
out there, it would create a remarkable 
change in the whole next generation of 
American kids." 

A spokeswoman for another large pub- 
lisher with hopes of enriching the range 
of kids’ offerings on Nintendo said em- 
phatically, "We are absolutely, positively 
in the position of educating parents about 
the potential of the cart machines." Both 
felt that tremendous opportunities have 
been missed because of the fatal percep- 
tion of video games as toys, and that 
teachers and parents need to take the lead 
in making the machines an integrated part 
of the learning experience, both at home 
and at school. 

The Kids 

The bottom line on videogames is that 
kids love ’em. The interfaces (designed 
for the pre- and semi-literate) are incred- 
ibly easy to use. The content and pace 
matches the interest and physical drive of 
young boys. They’re full of emotion and 
catharsis. And kids buy’em. When a par- 


ent and kid go into a software store to buy 
a kids’ computer game, it’s usually the 
parent who holds the money and guides 
the selection. When a parent and kid go 
to buy a videogame, the kid usually tells 
the parent exactly what he wants. Or the 
kid comes in alone, with a pocket full of 
allowance and birthday money. 

Peer pressure is the biggest single fac- 
tor in explaining the last seven years of 
Nintendomania. 1 know quite a few game 
developers (including cartridge game de- 
velopers) whose kids have tens of thou- 
sands of dollars of state-of-the-art 
computer equipment at hand, along with 
easy access to the best kids’ software on 
the market. Given this embarassment of 
riches, many of these parents flatly refuse 
to allow a videogame deck into the house 
and their kids still come home pleading 
for one because the neighbor kids on both 
sides, three-quarters of the Cub Scout 
troop, and everyone in the entire third 
grade at school has them. No matter how 
fast your 486 is, you still can’t play Super 


Mario XVII on it. The kids who don’t 
have access to videogames are as cultur- 
ally isolated as the kids in our own gen- 
eration whose parents refused to buy a 
TV. 

The Future 

All is not lost in the gloom, however. 
Some small but strong glimmers of hope 
are beginning to shine through. 

Market Saturation — The core of the 
video game market, those 7-to-14 year- 
old boys, has been completely saturated, 
causing a deepening slump in the indus- 
try. Faced with a flattening market, de- 
velopers, publishers and manufacturers 
have a greater incentive to reach outside 
that core to adults, girls, and younger 
kids. Electronic Arts’ EA Sports Net- 
work games were one early bid for an 
older audience. In cahoots with Broder- 
bund, they’re following up this year with 
two Carmen Sandiego games on the Sega 
Genesis and already have a SNES ver- 
sion. 

The Age of the 16-Bit Videogame — 
One publisher recently 
pointed out at an industry 
gathering that, disk-based 
computer games are the com- 
puter equivalent of art films. 
Although they appeal to a 
much smaller audience than 
mass-market movies and they 
won’t ever make billions, 
they’re the crucial testing 
ground on which almost all 
the artistic and technological 
breakthroughs are made; 
breakthroughs that will have a 
profound influence on the 
next generation of mass mar- 
ket offerings. Unlike their 
predecessors, the 1 6-bit SNES 
and Genesis decks can handle 
more complex games with 
higher production values, ena- 
bling them to take better ad- 
vantage of the advances made in the 
"real" computer world. With SimCity, 
Chessmaster, and a growing list of other 
popular disk games appearing on SNES 
and Genesis (and real disk drives purport- 
edly on the horizon for these machines) 
there’s good reason to hope that the qual- 
ity of video game offerings is about to 
take a major leap. 

The Boomer Factor — The force that’s 
driving the edutainment boom is also put- 
ting new pressure on the videogame in- 
dustry. It’s all those 30- and 40 something 
parents who are demanding high-quality 
experiences that they can share with their 
kids. The evolutionary shift that carried 
disk-based gamers from 32K arcade 
games to complex RPGs, sports games, 
and simulations is beginning to cause 
similar tremors in the videogame chan- 
nel. While it might seem like deja vu 
(didn’t we just go through this ten years 
ago?), it may mean that we will finally 
get videogames that teach kids to do more 
than twitch, cxjw 
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CHIPS & BITS INC GAME SOFTWARE CALL 800 753 GAME 









proves on one ofthe 


ball games avail- 


perspective. play- 
by-play analysis, an 
icon menu, instant 
replay, and even 


tures include player 
ratings, match-ups 
injuries, field con- 


design plays. $32 


Second 
don-FI ict: 

Th« CJiaclK Con<ltC4 Continues 


'SECOND CON- 
FLICT' is a win- 
dows game of in- 
terstellar strategy 
andconquest. Test 
your skill against 
friends or the com- 
puter in one of 6 
exciting scenarios 
or create your own 
with the built in edi- 
tor. Choose be- 
tween warships, 
stealthships, mis- 
siles, & transports 
inyourquesttorule 
the galaxy. $34 


AMIGA STRATEGY 


Powermonger $32 

PowermongerWWI $21 
Railroad Tycoon $34 
Reach for the Stars $29 
Realms $19 

Renegade Legion Intcpt $12 
Riders of Rohan $31 
Romance 3 Kingdoms $42 
Romance 3 Kingdoms 2 $42 
Rules of Engagement $38 


Simcity 

$33 

Simcity Terrain Editor 

$15 

Star Control 

$34 

Starfleet 1 

$38 

Stock Market 

$15 

Sword of Aragon 

$12 

Theater of War 

$32 

Third Reich 

$27 

Traders 

$29 

UnchartedWaters 

$42 

Utopia 

$31 

Warlords 

$32 

Worlds at War 

$29 

AMIGA ADVENTURE 

Adventr Willie Beamish $34 

Altered Destiny 

$37 

An American Tail 

$29 

Arthur Quest Excalibur $34 

B.A.T. 

$34 

Betrayal 

$29 

Black Cauldron 

$28 

Cadaver 

$27 

Chambr Sci Mutant Prst $31 

Chuck Rock 

$15 

Codename Iceman 

$15 

Colonel's Bequest 

$15 

Conquest of Camelot 

$15 

Conquest of Longbow 

$34 

Courtroom 

$34 

Crime Does Not Pay 

$32 

Cruise for a Corpse 

$34 

Cyber Empire 

$32 

Damocles 

$31 

Dark Half 

$34 

Darkman 

$29 

Dark Side 

$28 

Death Bringer 

$28 

Dick Tracy 

$22 

Duck Tales 

$31 

Dune 

$35 

East vs West Berlin 

$27 


Elf 

$32 

Free DC 

$34 

Future Wars 

$34 

Godfather 

$12 

Gold Rush 

$24 

Heart of China 

$34 

Heimdall 

$19 

Horror Zombies Crypt 

$34 

Hostage 

$31 

Hound of Shadow 

$19 

Hunter 

$24 


AMIGA ADVENTURE 

Immortal $32 

Indy Jones Fate Atlantis $38 
Indy Jones Grphic Advtr $24 
Iron Lord $28 

Ivanhoe $34 

James Bond Stealth Affr$34 
Joan of Arc $31 

KGB $19 

Khalaan $34 

King's Bounty $15 


King's Quest 1 

$19 

King's Quest 2 

$15 

King's Quest 3 

$15 

King's Quest 4 

$34 

King's Quest 5 

$34 

Leather Goddesses 

$15 

Legend of Faerghail 

$28 

Legend of Kyrandia 

$35 

Leisure Suit Larry 1 

Enh $34 

Leisure Suit Larry 1 

$24 

Leisure Suit Larry 2 

$15 

Leisure Suit Larry 3 

$24 


Leisure Suit Larry 5 $39 

License to Kill $28 

Lord of the Rings Vol 2 $36 
LostTreasuresInfocom $39 
Magic Fly $28 

Magnetic Scrolls Bundle $24 
Manhunter NY $29 

Manhunter SF $29 

Mean Streets $31 

Moebius $41 

Munsters $27 

Oil's Well $21 


WWI surface 
battle simula- 
It recreates the 

tactics of fleet 
Features 
3D views, compre- 
hensive manuals 
and sea charts, a 
potent English com- 
mand parser, one or 
two player mode 
and computer con- 
ships, gun- 
and damage 
control. $42 


Omnicron Conspiracy 

$29 

Out of this World 

$36 

Planet of Lust 

$28 

Police Quest 1 

$24 

Police Quest 2 

$15 

Police Quest 3 

$34 

Pools of Darkness 

$38 

Prince of Persia 

$28 

Rise of the Dragon 

$34 

Search for the King 

$37 

Secret of Monkey Island $38 


AMIGA ADVENTURE 


Secret Monkey Island2 $38 
Sex Olympics $24 

Sex Vixens from Space $28 
Shadow of the Beast $29 
Shogun $41 

Space Hulk $38 

Space Quest 1 $34 

Space Quest 2 $15 

Space Quest 3 $34 

Space Quest 4 $34 

Steigar $27 

Street Rod 2 $27 

Theme Park Mystery $15 
Time Machine $34 

Total Eclipse $28 

Treasure Savage Frontr $32 
Turrican $28 

Universe 3 $34 

War in Middle Earth $15 
Warriors of Legend $19 
Where in Europe CSD $34 
Where in USA CSD $34 
Where in World CSD $27 
William Tell $28 

Wonderland $19 

AMIGA TRADITIONAL 
American Tail Color Bk $19 
Battle Chess $29 

Battle Chess 2 Chinese $29 
Checkmate $36 

Chessmaster2100 $34 
Clue Master Detective $28 
Cribbage King Gin King $28 
Harpoon Designr Series $32 
Home Alone 2 $29 

Hoyle's Book Games 1 $21 
Hoyle's Book Games 2 $21 
Hoyle's Book Games 3 $29 
Ishido $36 


Jones in the Fast Lane $24 
Monopoly $24 

Omar Sharif on Bridge $32 
Peanuts $31 

Penthouse Jigsaw $24 

Pinball Dreams $32 

Pool Shark $15 

Risk $24 

Scrabble $24 

Shanghai! 2 $32 

Solitarie's Journey $36 

Solitaire Royale $24 

Spot $15 

Stratego $32 

Strip Poker 3 $29 

Swap $29 

Tetris $24 

Trump Castle 2 $32 

AMIGA SPORTS 
3D Pool $25 

4D Boxing $32 

4th & Inches $15 

ABC Monday Night FB $34 
Challenge Golf $27 

Cycles Grand Prix $34 

Days of Thunder $34 

Fast Break $17 

Grand Prix Circuit $17 

Greens $34 

Hardball $33 

Hardball 2 $28 

Indianapolis 500 $32 


InternationI Sports Chllg $29 
Jack Nicklaus Great 18 $27 
Jack Nicklaus Unlimited $39 
J Nicklaus CD 1-5 Ea $15 
Jack Nicklaus Clip Art $17 
J Conors Pro Tennis Tr $32 
Links $37 

Madden Football $32 


Ski or Die 

$32 

Might & Magic 3 

$38 

Sport of Kings 

$15 

Murder 

$29 

Summer Challenge 

$34 

Pirates 

$19 

Superstar Basketball 

$24 

Plan 9 from Outr Space $31 

Team Suzuki 

$15 

Pool of Radiance 

$15 

Tom Landry Football 

$29 

Prophecy of Shadow 

$38 

Watne Gretzky Hockey 

$36 

Rings of Medusa 

$34 

Wayne Gretzky Hcky 2 

$34 

Secret of Silver Blades 

$15 

Wayne Gretzky League 

$28 

Shadow Sorcerer 

$32 

World Circuit 

$34 

Sleeping Gods Lie 

$29 

World Class Leaderbrd 

$26 

Space Ace 

$34 

World Class LB CD 1 

$15 

Space Inc 

$34 

World Class LB CD 2 

$15 

Space Rogue 

$34 

World Class LB CD 3 

$15 

Spirit of Excalibur 

$19 

World Champ Soccer 

$12 

Starflight 1 

$32 



Starflight 2 

$32 

AMIGA ROLE PLAYING 

Sword of Twilight 

$34 

Alien Drug Lord 

$34 

Terran Envoy 

$27 

Autoduel 

$26 

Third Courier 

$34 

Bard's Tale 2 

$19 

Times of Lore 

$28 

Bard's Tale 3 

$32 

Twilight 2000 

$39 

Battle Master 

$38 

Ultima 4 

$39 

Black Crypt 

$32 

Ultima 5 

$39 

Bloodwych 

$34 

Vengeance of Excalibur $19 

Bloodwych Data Disk 

$21 

Windwalker 

$28 

Captive 

$30 

Wizardry Cosmic Forge $39 

Carthage 

$29 

Wizardry 7 

$45 

Celtic Legends 

$32 

Wrath of the Demon 

$29 

Champions of Krynn 

$32 

Xenomorph 

$32 

Chaos in Andromeda 

$27 



Chronoquest2 

$34 

AMIGA ARCADE 


Conan 

$19 

Agony 

$29 

Corporation 

$19 

Amazing Spiderman 

$25 

Curse Azure Bonds 

$15 

Amnios 

$29 

Dark Queen of Krynn 

$32 

Anarchy 

$24 

Death Knights of Krynn 

$32 

Aquaventura 

$29 

Dragons of Flame 

$12 

Arachnaphobia 

$27 

Dragon Strike 

$15 

Artura 

$34 

Drakkhen 

$39 

Atomino 

$29 

Dungeon Master 

$28 

Awesome 

$29 

Dungeon Master 2 

$28 

Back to the Future 2 

$15 

Elvira Mistress Dark 

$34 

Back to the Future 3 

$15 


Elvira 2 Jaws Cerberus $39 
Eye of the Beholder $39 
Eye of the Beholder 2 $38 
Faery Tale Adventure $31 
Federation $34 

Four Crystals of Trazere$32 
Gatewy Savage Frontier $32 
Hard Nova $32 

Heart of the Dragon $34 
Hero's Quest 2 $34 

Hilisfar $12 


Barbarian $28 

Barbarian 2 $29 

Bar Games $34 

Batman Caped Crusadr $28 
Batman the Movie $31 

Battle Bound $27 

Bill & Ted's Excelint Ad $27 
Blockout $28 

Brain Blaster $28 

Bride of the Robot $28 

Budokan $26 


AMIGA ARCADE 


Chase HQ 

$28 

Continuum 

$32 

Cool Crock Twins 

$24 

Crackdown 

$20 

Cybercon 3 

$29 

Cyber Space 

$29 

Dark Castle 

$31 

Dark Century 

$29 

Day of the Viper 

$33 

Dragon's Lair 

$34 

Dragon's Lair 2 

$34 

Dragon Lair Esc SingeC $34 

Fast Track 

$25 

Fire & Forget 

$19 

Fire Power 

$17 

Flood 

$29 

Globulus 

$22 

Golden Axe 

$17 

Gravity 

$34 

Guy Spy 

$29 

Heavy Metal 

$35 

Highway Patrol 2 

$27 

Home Alone 

$27 

Hoverforce 

$31 

Hyperforce 

$28 

Killing Cloud 

$15 

Killing Game Show 

$29 

Knights of Crystallion 

$37 

Knight Force 

$31 

Last Ninja 3 

$32 

Leander 

$29 

The Light Corridor 

$29 

Light Quest 

$32 

Loopz 

$34 

Marble Madness 

$15 

Matrix Marauders 

$28 

Menace 

$34 

Monty Python 

$15 

Mystical 

$27 

Navy Seals 

$27 


Never Ending Story 2 

$24 

Never Mind 

$26 

Night Breed 

$14 

Night Shift 

$19 

Nitro 

$32 

Nova 9 

$21 

Ork 

$29 

Out Run 

$28 

Paperboy 2 

$27 

Pick'n Pile 

$27 

Pitfighter 

$22 

Plague 

$28 

Power Drift 

$28 

Power Drome 

$18 

Predator 2 

$15 

Prehistorik 

$29 

Projectyle 

$28 

Quix 

$25 

Rick Dangerous 

$25 

Robocop2 

$34 

Robocop3D 

$32 

Rollerbabes 

$25 

Shadow Beast 2 

$27 

Shadow Beast 2 w/shirt $34 

Shadow Beast 3 

$27 

Shadow Beast 3 w/shirt $34 

Shockwave 

$29 

Sliders 

$27 

Spacewrecked 

$31 

Space Ace 2 

$34 

Space Wars 

$37 

Speedball 2 

$25 

Stellar 7 

$21 

Stryx 

$25 

Superman 

$28 

Super Off Road 

$15 

Super Space Invaders 

$24 

Targhan 

$28 

TMNT 

$29 

TMNT Arcade 

$31 

Terrorpods 

$24 


AMIGA ARCADE AMIGA SIMULATION 


Treasure Trap 

$28 

Megafortress 

$38 

Untouchables 

$24 

Megafortrss Mssn Dsk 1 $27 

Volfied 

$24 

Megafortrss Mssn Dsk 2 $27 

Warlock 

$25 

Reach for the Skies 

$31 

Warzone 

$27 

Red Baron 

$34 

Wild Streets 

$31 

Red Storm Rising 

$29 

Wild Wheels 

$32 

Sherman M4 

$34 

Xenophobe 

$25 

Shuttle 

$29 

Zany Golf 

$18 

Silent Service 1 

$15 

Zone Warrior 

$26 

Silent Service 2 

$34 


In 'REX NEBULAR AND THE COSMIC GENDER BENDER' 

you are an interstellar explorer who embarks on a romping space 
adventure. Journey underwaters underground as you unravelthe 
many puzzles of Terra Androgena. VGA S sound support. $39 


AMIGA SPORTS 


Mean 18 Golf $30 

Mean 18 Course Disk 1 $15 
Nascar Challenge $31 

Over the Net $24 

PGA Tour Golf $32 

PGA Tour Golf Course 1 $17 
RBI 2 $32 

Reel Fishin $31 

RVF Honda $30 


Shark Attack Unlim Golf $28 


AMIGA ROLE PLAYING 


Journey 

$34 

Keef the Thief 

$15 

Keys toMaramon 

$32 

Legend 

$31 

Legend of the Lost 

$34 

Lord of the Rings VI 

$34 

Lure of the Temptress 

$37 

Matrix Cubed 

$32 

Midwinter 

$28 

Might & Magic 2 

$38 


Skyfox 2 

$18 

Star Trek 25th Annivrsy $36 

Strike Aces 

$34 

Strike Fleet 

$26 

Team Yankee 

$34 

Team Yankee 2 

$29 

Test Drive 

$27 

Test Drive 2 

$30 

Test Drive 2 CA Chllng $15 

Test Drive 2 Euro Chllg $15 

Test Drive 2 Muscle Car$15 

Test Drive 2 Supercars $15 

Their Finest Hour 

$21 

Thunderhawk 

$29 

Thunderstrike 

$34 

Tracon2 

$39 

Virtual Reality Studio 

$49 

Western Europe Disk 

$22 

Yeager's AFT 

$26 


AMIGA EDUCATIONAL 
Castle of Dr Brain $29 
EcoQuest Search Cetus $34 
Mixed Up Fairy Tales $29 
Quarky Quayso Science $29 


CHIPS & BITS 

PO Box 234 
Rochester VT 05767 
Fax 802-767-3382 
802-767-3033 
800-753-4263 
GEnie Keyword CHIPS 

We accept Visa. MC &Money 
Orders. COD add $5. Checks 
Held 4 Weeks. Most items 
shipped same day. All shipping 
rates are per order not per item. 
UPS $4: 2 Day Air $6: Mail $5: 
Airmail Canada $6; HI, AK, PR, 


JOHN MADDEN 


FOOTBALL 2' m- 


most popular foot 


able with a new 3D 


help from Madden 


himself. Other fea- 


ditions, & ability to 


2 Day Air $12: Airmail Europe 
$12 first item plus $6 per addi- 
tional item. 

All Sales Final. Check 
compatibility before you buy. 
Shipping times not 
guaranteed. Defectives 
replaced with same 
product. Price & availability 
subject to change. 


AMIGA SIMULATION 


688 Attack Sub $32 

A10 Tank Killer $34 
A1 0 Tank Killer Enhncd $34 
Aces of the Pacific $42 
Armour Geddon $29 
ATAC $29 

Battle Command $26 
Birds of Prey $32 

Blue Angels $15 

Blue Max Aces Grt War $34 
Cardinal of the Kremlin $32 


In 'THE LEGEND 
OF KYRANDIA' 

you travel in a land 
where magic is 
real. Aland ofdark 
and mysterious for- 
ests, sleeping 
dragons, breath- 
taking beauty, and 
secrets to reveal. 
Features realistic 
animation, VGA 
graphics, elegant 
point and click in- 
terface, and an or- 
c h e s t r a t e d 
soundtrack. $35 


Conqueror $34 

Das Boot Submarine $34 

Eye of Storm Flight Sim $29 
FI 5 Strike Eagle 2 $29 

F16 Combat Pilot $34 

F19 Stealth Fighter $34 

F29 Retaliator $34 

FA18 Interceptor $18 

Falcon $34 

Falcon Mssn Disk 1 or 2 $19 
Flames of Freedom $29 

Flight Simulator 2 $34 


of explora- 
and conquest, 
your 
sphere of influence 
span first a con- 
andthen the 
Completely 
256 color 


VGAgraphics, digi- 
tized sound effects. 


and an intuitive 


player interface, 
network and mo- 


play. $39 


'EMPIRE DE- 
LUXE' is the up- 
date to the classic 


Galactic Conqueror 

$31 

Gun Boat 

$33 

Hawaiian Odyssey 

$22 

Heatwave 

$28 

Hunt for Red October 

$22 

Japan Scenery Disk 

$22 

Jet 

$33 

Kennedy Approach 

$34 

Knights of the Sky 

$34 

M1 Tank Platoon 

$34 

Mantis ExperimntI Fghtr $34 



'LINKS 386 PRO' 

\r»r.. 


offers Super VGA 
graphics and ad- 
vanced features 
designed for your 
386 or 486. New 
features include 

Link;-* 

'■-sxn 

Mrr> 

computer oppo- 
nent, save game 
option that allows 
your friends to play 
against you in an 
existing game, pre- 
recorded games 
from worthy oppo- 
nents, and many 




'MERCENARIES' lets you command a group of soldiers on 
interplanetary combat missions. Each mercenary, civilian, 
and alien has their own personality. Produce your own 
missions with the built in scenario editor. $38 
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CGW 



WATCH 

A monthly look at the 
Computer Entertainment 
Stock Market 



Electronic Arts: The Quest for the Ultimate Value 


I n the June issue, we reported on the two-for-one stock 
split for holders of record (March 16, 1992) of Elec- 
tronic Arts stock (NASDAQ:ERTS). On March 27th, 
a person who owned 100 shares of ERTS (selling at a price 
ca. $45) ended up owning 200 shares at approximately half 
the original value per share. The hypothetical shareholder still 
had the same dollar value worth of EA stock, but it represented 
twice as many shares. So, theoretically, every dollar per share 
which the "new" stock increased would mean $2.00, in terms 
of the original investment. 

The chart provided in the June issue was already "adjusted" 
for the split and did not visually depict the split. This chart 
shows a gap in mid-March which reflects the split activity. 
Notice that, after the split, the stock drifted slightly downward 
with the rest of the over the counter market, but moved up 
solidly in July with continued solid earnings and an- 
nouncement that the company had signed a multi-year global 
licensing agreement with Sega. The new contract firmed EA’s 
very profitable relationship with Sega and guaranteed that EA 
would produce software for the Sega CD-ROM drive for the 
Genesis. This stock movement can be shown in the first wave 
upward on the inset. 

An equally impressive upward spike in share value occurs 


during the most recent weeks depicted on the chart. EA’s pur- 
chase of Origin Systems of Austin, TX firmed up the company’s 
need fora solid CRPG line (with Ultima VII and Ultima Under- 
worWboth selling impressively) and provided solid polygon-fill 
technology (from the Commander series) to be used with new 
platforms in the future. 

Apparently, the market was impressed with the addition of a 
$32 million dollar per year subsidiary. Note that the stock 
Jumped upward on the Thursday in which the actual an- 
nouncement of the acquisition was made and continued upward 
for two more days before consolidating with the rest of the 
market and moving upward again. Now, the approximately 
$4,500 ( 1 00 shares at $45 per share) owned by our hypothetical 
shareholder had increased to circa $6,600 (200 shares at $33 per 
share), an appreciation of $2,100 total. If ERTS shares had not 
split, the stock would have had to have appreciated to ca. $66 
per share to get an equivalent return on investment. Therefore, 
this issue’s CGW Stock Watch charts present the value of a split 
for a successful company that is continuing to seek further 
growth. This is why investors often get excited about a stock split 
from a growing company, cbw 
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DESIGN More Than 
SOFTWARE: A Game. . . 




Abracadata 


the source of plan-making software 

SINCE 1985 






DESIGN YOUR OWN 


DESIGN! Sketch a track plan! Unique track- 
laying tools are specially designed to keep 
cun/es aligned and precise. 


BUILD! Create a colorful setting! Draw build- 
ings, trees, rivers, roads, bridges, circus tents- 
A complete set of drawing tools is included. 


DESIGN PRECISION, TO SCALE (HO, N, O, Z, S, G) LAYOUTS 
AND RUN REALISTIC RAILROAD SIMULATIONS 


RUN! Make up a train and drive it down the 
track! Operate track switches. Each train has 
its own controls. But be alert! A crash leaves 
wreckage scattered everywhere! 


mmm 

C0I\XR01u 

Call us and use your MC, Visa or Discover 

800-999-7995 

in NY State 212-962-7168 

Fax 212-962-7263 


true 

coupling, uncoupling, 
switching, revenue tracking 
underpasses, overpasses, 
bridges, crossings, train wrecks 

zoom in on any of the dozens of 
cars in your layout for a 
picture and waybill 

design and print accurate, to-scale 
layouts 


Hours: 9am to 7pm Monday - Friday (Saturday 10am - 5pm) 
Methods of Payment: We accept Visa. M/C. Discover Card, 
certified checks & Money orders. Personal checks allow 14 days 
to clear. School. State & City purchase orders accepted. 

Shipping: UPS ($5 min.) AP0/FP0($5 min.) 2 Day Air ($7 min.) 
CANADA. HI. AK & PR ($9 min.). Overseas minimum $30 (please 
fax orders if possible). Pre-Orders on New Releases get shipped 
2 Day Air-$5 (U.S. Only). NY residents add 8.25% Sales Tax, 

Send money orders or checks to: 

MISSION CONTROL 

43 Warren Street, Dept, CGW 792 
New York. NY 10007 
Foreign customers welcome! 


FOR FREE CATALOG OR INFORMATION ON APPLE PROGRAMS CALL (800) 451-4870 OR FAX (503) 683-1925 
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SOFTWARE HEADQUARTERS 

We Specialize in International Sales! 



W bOU'lllF. 


Battle Chess 4000 

Yesteryear's rime classic now a game for 
all ages 

BattleChess 4000 is the classic chess game 
that rushes headlong into the luture. With 
all it's humor, BattleChess 4000 is the 
strongest and most versatile chess program 
on the market. With a massive opening of 
over 300,000 moves, it can handle any level 
ot opponent. Also learns plays by 
constantly adding strong moves to it's 


Obitus 


Heroes of the Lance, 




Lost Files of Sherlock 
Holmes 

Unravel The Case ol the Serrated 
Scalpel, a brutal murder that Scotland 
Yard believes to be the work of Jack 
the Ripper. As Holmes, you must use 
his ingenious methods, with the aid 
of Dr. Watson, to peel away the lavers 
of this elaborate mystery, detailed 
256c graphics and a classically scored 
soundtrack faithfully recreate Sir 
Arthur Conan Doyfe's Victorian 


Omar Sharif on Bridge 

Orbits 

Out of this World 

Paperboy 2 

Pick N’ Pile 

Pipe Dreams 


databa.se. 


PopulousiPromised Lands 

Powerhits: Batttetech Series 

Powermonger 

Prince of Persia 

Prophecy of the Shadow 

The Prophecy 

Railroad Tycoon 

Rampart 


King’s Quest V... 

Knights of Crystallion 

Knights of the Sky 


Koshan Conspiracy 


L’ Empereur, 


Laffer Utilities.... 25 

Land, Sea, Air Trilogy 2 32 

Leather Goddess of Phobos 2. ..43 


Comic Book Creator.., 
Conan the Cimmerian, 
Conquest of Longbow, 


Wizardry V 


Wonderland 


Stunt island 


WordTris, 


The Summoning. 


Corporation 


Wrath of the Demon 


Super Jeopardy 


Cribbage King/Gin King 
Crisis in the Kremlin 


DISCOVERY 

In The Steps of Columbus. 

Be a master explorer and 
adventurer: Set Sail into the 
distance in search of new lands; 
Explore new worlds: Pirates are 
everywhere - be prepared for sea 
battles: Create Cities - fell trees; 
build farms; Trade the produce 
from your new world ro buy new 
ships & fieht other nations.’ 


Super Space invaders 
Super Tetris 


Crossword Magic 


Crusaders of the Dark Savant . 42 

Curse of the Azure Bonds 33 

Cyber Empires 33 

Dagger of Amon Ra 43 

Dark Half 37 

Dark Queen of Krynn 34 


688 Attack Sub 

AlO Tank Killer 

Aces of the Pacific 


Terminator. 


Terminator 2029 

Test Drive III .... 


Action Stations 


Tetris Classic. 


Action Station Scenario Disk 19 

Air Force Commander CALL 

Allied Forces Bundle 29 

Ancient Art of War 31 

Ancient Art of War at Sea 31 

A.T.A.C 37 

B-17 Flying Fortress 43 


Theatre of War 

Three in 1 Player's Pack 


DarkSeed 


TimeQuest. 


Dark Sun 47 

Dick Tracy w/Sound Source 27 


Tracon ll:Air Traffic Controller ....32 

Tracon I! for Windows 43 

Treasures of Savage Frontier ....34 

Trivial Pursuit 28 

Trump Castle II 32 

Turbo OutRun 20 

Ultima Underworld 47 


Bandit Kings of Ancient China ...37 

Bane of the Cosmic Forge 37 

BarbieiFashion Design & Color. ,27 

Barbie's Glamorous Quest 27 

Barbie's Print Palace 22 

Bard's Tale Construction Set .,.,34 

Bard's Tale III 31 

Bart Simpson Arcade Game 32 

Bart Simpson/House Weirdness32 
Battle Chess 32 


Double Dragon 3 


Dragon's Lair Singe's Castle. 
Dragon's Lair:!!: Timewarp ... 
Duck Tales: Quest for Gold .. 

Dune 

Dvorak's Top 30 

Elvira 

Elvira 2:Jaws of Cerberus 

Eye of the Beholder 2 


iressions Software. 


Ultima Trilogy, 


Ultima Trilogy 2, 


Reach for the Stars 


Conflict: Korea 


Ultima 7 


Realms 


Robosport for Windows. 


Rocketeer. 


Dolphin Sailing Simulator 


Rocketeer/Sound Source 32 

Romance of Three Kingdoms 2 .43 
Rommel 25 


Set vour sails and travel with Dolphin 
Sailing Simulator. Learn or sharpen your 
skills while enjoying ” hands on" sailing 
adventures. C»raphic screens provide a feel 
for the boat and the wind as well as full 
instrumentation for safety', navigation, and 
sailing performance. Features includes 
cockpit view, binocular view, navigation 
chart, nav station and more! 
by Dolphin Marine Systems $4 


Rules of Engagement .... 
Rules of Engagement 2 

Savage Empire 

Sargon 5..,. 


Stock! 


Scrabble Deluxe. 


Loom 22 

Lord of the Rings 34 

Lord of the Rings II 37 

Lost Patrol 33 

Lost Files of Sherlock Holmes . 47 

Lost Treasures of Infocom 43 

Lost Treasures of Infocom 2 32 

Oh No! More Lemmings 32 

Magic Candle 2 39 


Scenery Upgrade: Hawaii 22 

Sea Rogue 32 

Secret of Monkey Island II 40 

Secret of Monkey Island VGA ..,.27 

Secret of the Silver Blades 33 

Shadow of the Sorcerer 33 

Shanghai ILDragons’s Eye 32 

Shuttle Space Flight Simulator ..37 


This multi-voice sound synthesizer and digital-to-analog converter for stereo 
playback of music, and sound effects and speech features a microphone 
input for digital recording, midi in and out, 20 channels of synthesized 
sound and more! 

AdLib Gold 1000 $199 



39 


29 

Pools of Darkness 

40 


37 

Populous 

22 


Birds of Prey 

33 


32 


37 

Carrier Strike 

43 


Legend of Kyrandia 

Legions of Krella 

37 

40 

Leisure Larry 1 VGA 

37 

Leisure Larry 3 

37 

Leisure Larry 5 

37 

Lemmings 

32 

L.A. Law 

37 

Les Manley:Lost in L.A. ., 

37 

Lexicross 

30 

Life & Death 

24 

Life & Death ll;The Brain. 

32 

Light Quest 

34 


Home Alone 

Home Alone 2:Lost in N.Y... 

27 

,...TBA 

Hoyle's Book of Games 3 ... 

32 

Hoyle's Book of Games 2 ... 

25 

Hoyle’s Book of Games 1 ... 

25 


27 


37 


22 

Indiana Jones 4;Fate of Atlantis 40 


34 

James Bond:Stealth Affair.... 

35 

K.G.B 

22 



A-Train 

43 

Adv, of Willie Beamish 

42 


...CALL 


43 

American Gladiators 

27 

American Tail 

30 

A. Slim's Dealer's Choice ... 

32 

A.T.P. Flight Commander 

37 


18 

Arachnophobia w/Sound Source27 


22 

Armor Alley 

29 



,37 


...33 


.,32 


...27 




20 


24 


...20 

Beauty & Beast Print Kit 

18 

Femme Fatale Data Disk 3 

...20 

Beverly Hills 90210 

22 

Femme Fatale Data Disk 4 ... 

,,.20 


33 


...22 

Blues Brothers 

32 

Final Conflict 

,„37 




32 

Bridge 7.0 

32 

Flight Planner 

...29 


21 


...23 

Bug’s Bunny Cartoon Workshop 32 

Game Pack 1 

...32 

Buzz Aldrin's Race Into Space. .43 

Games People Play 

...29 


17 


...37 


..18 


...33 

Castles 2; Siege & Conquest 

..37 

Genghis Khan 

...37 


-.37 


...33 

Castles:Northern Campaign .... 

-.22 

GODS 

...27 

Champions of Krynn 

-.22 

Gold of the Americas 

...25 

Chessmaster 3000 

..34 

Grand Slam Bridge 2 

,,.33 

Chessmaster 3000 Windows ., 

..39 

Guy Spy 

...32 


..40 


...25 


.,43 


...18 

Classic 5 

..32 

Hare Raising/Sound Source.., 

...43 

Clue Master Detective 

.,27 

Heaven and Earth 

...32 

Coaster 

-.27 

Heimdall 

....27 


Monopoly Deluxe 

The bestselling boardgame of all rime 
is back and better than ever with 
completely revamped levels of 
difficulty and greatly enhanced 
graphics for your cbmpiiter! (lame 
activity logk'eeps crack of ai! previous 
moves and the ability to play by 
traditional or custom-designed rules. 

A must lor the library' of any TRUE 
gamer or future real estate tycoon. 

by Virgin Games $}7 




Magic Candle 3 40 

Magnetic Scrolls Collection 37 

Maniac Mansion w/clue book ...19 

Mantis:Experimental Fighter . ..43 
Martian Dreams 37 


Martian Memorandum 36 

Matrix Cubed 34 

Mech Warrior 22 

MegaTraveller 3 43 

Mercenaries 40 

Merchant Colony 22 

Mickey & Minnie's Print Kit 17 

Might & Magic 3 40 

Might & MagiciClouds of XeenCALL 

Millenium 27 

Mission Impossible 32 

Monopoly 27 

Monopoly Deluxe Edition 37 

Murder 30 

Ninja Gaiden 2 20 

Ninja Turtles: Arcade 32 

Ninja Turtles;Manhattan Mission32 

No Greater Glory 37 

Nobunaga's Ambition II 37 

Nova 9 25 

Nuclear War 34 


Siege 

39 

37 

Sim City 

30 

Sim City for Windows 

37 

Sim City Graphic:Ancient Cities .23 


Sim City Graphic:Future Cities. ..23 

Sim City Terrain Editor 17 

Sim Earth 41 

Sim Earth for Windows 41 

Sleeping Gods Lie 32 

Solitaire's Journey 37 

Sound.Graphics & Air Upgrade .,29 

Space Ace 2:Borf's Revenge 37 

Space Ace 37 

Space Quest 4 37 

Space Wrecked 32 

Spellcasting 101 21 

Spellcasting 201 43 

Spellcasting 301 37 

SpellJammer 40 

Star Control 32 

Star Control 2 37 

Starflight 2 22 

Star Trek 25th Anniversary 37 

Stratego 32 

Strike Commander 47 


Ultima 7:Forge of Virtue 20 

Ultima 7: Serpent Isle 47 

Ultima 6 40 

Uncharted Waters 43 

Vaxine 27 

Vengeance of Excalibur 27 

Vette ...33 

Video Poker..., ...32 

Virtual Reality Studio 50 

Volpheed ...27 

Welltris ...25 

Wheel of Fortune vanna wnite ..27 
Where America’s Past Carmen. .37 

Where in Europe is Carmen 32 

Where in Time is Carmen 32 

Where in USA is Carmen 32 

Where in World is Carmen 32 

Where in World is Carmen VGA. .48 

Wild Wheels 34 

Wing Commander 2 47 

Wing Commander 2 Speech Pakl7 

Wing 2 Special Operations 1 27 

Wing 2 Special Operations 2 22 

Wing Commander Deluxe 47 

Wings of Fury 27 

Wizardry Trilogy 32 


Conflict:MiddIe East 37 

F15 Strike Eagle III 47 

F-19 Stealth Fighter 43 

Falcon 3.0 47 

Gettysburg:The Turning Point 39 

Global Conquest ,, 37 

Great Naval Battles 47 

Gunship 2000 VGA 41 

Harpoon 29 

Harpoon BattleSet # 2 21 

Harpoon BattleSet # 3 21 

Harpoon BattleSet # 4 25 

Harpoon Challenger Pak 46 

Harpoon Scenario Editor 28 

Heroes of the 357th 34 

Kampfgruppe 37 

LHX Attack Chopper 28 

A Line in the Sand 27 

Lost Admiral 37 

Mac Arthur's War 32 

MegaFortress Mission Disk 2. ...27 

MegaFortress: Flight of Old Dog 40 

Mig 29 32 

Pacific Islands 32 

Patton Strikes Back 19 

Patriot 47 



GEMFIRE 

Fantasy & Creatures of Lore 
Once upon a time, an evil yvizard 
cursed a dragon and six magicians, 
sealing their powers in shining gems. 


The King of Ishmeria inlaid th^ems 
in a crown he called Gemfire. The 


crown was passed to an evil King and 
lost it's powers. As the Prince or 
Princess of a noble family, you must 
capture the gems and unite them 
with the crown and return Ishmeria 


into peace 
by KOEL... 


..$37 



Terminator 2029 

Battle Skynet's forces on the twisted 
and charred landscape of L.A. in the 
year 2029, Choose from more than a 
dozen lethal weapons and defensives 
wstems to aid you in terminating 
Skynet's assault units. Meet the 
ultimate killingmachine, the CSM 
Model 101-E:TheTerminator! Do 
it right and you'll be at the ultimate 
showdown, Skynct Central. 

by Bethesda Softworks $43. 






AutoWorks 


Links Pinehurst Course Disk 20 

Links Troon North Course 20 

Links 386 PRO 42 

Links: The Challenge of Golf 27 

Mike Ditka Ultimate Football 35 

NCAA: Road to the Final Four ..,.34 

NFL by Konami 32 
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Get a Real Feel to Flight! 


Maxximum Presents! 
Maxx Yoke gives you the precision 
you always wanted. It's a full sized 
multi- functional aircraft joystick 
for your PC $69 

Maxx Pedals are Poor style 
modular attachments which are 
fully assembled and ready to plug 
in and play $39 

Maxx Yoke & Pedal Bundle.. ..$99 
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In NY State 212-962-7168 


Fax 212-962-7263 


Hours: 9amto7ptn Monday - Friday (Saturday 10am - 5pm) 
Methods of Payment: We accept Visa, M/C, Discover Card, 
certified checks & Money orders. Personal checks allow 14 days 
to clear. School, State & City purchase orders accepted . 
Shipping: UPS ($5 min). AP0/FP0( $5 min.) 2 Day Air ($7 min.) 
CANADA, Hi, AK & PR ($9 min). Overseas minimum $30 (please 
fax orders if possible). Pre-Orders on New Releases get shipped 
2 Day Air -$5 (U.S. Only). NY residents add 8.25% Sales Tax. 
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MISSION CONTROL. 

43 Warren Street, Dept. CGW 1 1 92 
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Ad Lib Gold 1000 199 

Ad Lib Music Card 69 

Ad Lib Micro Channel 59 

Ad Lib Personal Music System ..99 
Sound Blaster Pro Basic Pkg...l99 

Sound Commander FX 109 
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errors. Please Check Compatibility 
before ordering. Prices subject to 
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final. Defectives replaced with same 
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Car & Driver 40 
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Jimmy Connors Pro Tennis 33 

John Madden Football 2 33 
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Thrustmaster 

Weapons Control - A hands on throttle 
with seven independent controls 
including radar mode, weapons select, 
waypoint select and counter measures 

control $89 

Flight Control - The best joystick for 
Flight Simulators. Compatible with all 
fli^t simulator packages as 2 button 
joystick $69 

Flight Control Pro $105 

Rudder Pedals $105 


Estimating & Invoicing 27 

Estimator Plus 54 

Failsafe: Computer Guardian. ...37 

Fast Pack Mail 57 
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Form Tool Gold 57 

Lottery Trend Analysis 18 
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John Madden Football 2 

The greatest football game on the PC 
just got better. Features like player 
ratings, matchups, field conditions, 
injuries, penalties and more, Call plays 
from Madden's own playbook or design 
your own perspective, play by-play 
analysis, icon menu, instant replay - 
even help from Madden himselfi 
You've played the rest, now play with 
the best! 

from Electronic Arts $34 


5 Game Pack by Capstone. 
Amanda Stories 


11 you’ve ever wanted to know 
more about the machine you drive 
evervdav, discover 
AUTOWORKS. Now you can 
explore the world of spark plugs 
and pistons, fan belts and Brakes, 
transmission and suspension 
systems, all without setting your 
hands greasy 


Car & Driver 

Drive 1 0 of the world’s fastest cars 
from Ferrari F40 to the Eagle Talon 
on 10 varied roadways. Speed past 
you opponents on real roads like 
California Highway 1 accurately 
reproduced with l/SGS survey data. 
For the ultimate challenge, go head- 
to-head with a friend via modem! 

by Electronic Arts $40 
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Wayne Gretzky Hockey 3 


^ The bestselling PC Hockey game in the 
world just got better. From the 
i adrenaline rush of a breakaway goal to 
the tension of Sudden Death Overtime, 
Wayne Cretzky Hockey 111 will take you 
onto the ice for the ultimate test of skill. 
You can control any player, coach from 
bench, or let Wayne coach and watch 
the action from the stands! 
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Remodeling your home's interior? 

(Toose an appropriate scale, then draw your 
room from a top view. Select furniture or 
fixtures from the dozens of pre-drawn objects 
provided and place them in your room. Use 
your mouse to manipulate these objects, then 
view your room from any one of four side 
views. 
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Gift Certificates Available • Competitive Pricing • Same Day Shipping 


mmm 

COM rfloi. 





Sneak Previewv 


CF MIftS Ml MOIORWAYS 


A Sneak Preview 
of Car & Driver: 
Uitimate Fantasy 

b!, Ken Brown Ql-jyjng 00 / 7)0 

Sneak Previews are not designed to he reviews. They are feature articles 
based on "works in progress" that CGW's editors have deemed worthy of 
early coverage. These articles are not intended to provide the final work on 
a product, since we e.xpect to publish appropriate review coverage when the 
game is finished. 
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F ew events in man’s evolution have wrought greater 
impact than the opposable thumb, the automobile, 
powered flight, microprocessors and Post-It notes. 
How gratifying, then, that the 
new Car & Driver "Ultimate 
Fantasy Driving Game" in- 
corporates three out of five, 
given the advent of a joystick 
to wrap one's thumb around 
and drop the hammer on your 
(presumably) warmed-over 
microchip. 

The very same chip, it 
should be noted, that regu- 
lates fuel injection, now put 
to good use driving sports 
cars whose hallowed win- 
dows we’d never be privy to 
smudge, let alone roll down 
to roar down Monterey Race- 
way. This fact not having 
been lost on the folks at Car 
& Driver, has enabled Electronic Arts to create a new 
"ultimate driving experience." 

EA. whose oil-free garage has also engineered the bench- 
mark racing simulation Indianapolis 500: The Simulation and 
the more recent Mario Andretti’s Racing Challenge, has 
rolled out a smooth-running machine with the new Car & 
Driver. The game offers the decided thrill of Jumping into, 
say, a Porsche 959. putting it on the pavement at, oh. Northern 
California's Route 1. Jamming down the Joystick and cavort- 
ing with three other 959s in a race along one of the country’s 
most spectacular coasts. 

Never in the history of driving sims has there been such a 
stable of sports cars to dimple one’s digits: Corvette ZRl. 
Eagle Talon TSi, Lamborghini Countach. '66 Shelby Cobra, 


'57 Ferrari Testarossa, Lotus Esprit Turbo, Ferrari F-40. 
Toyota MR2, Mercedes Cl 1 IMS A ("1,000 Horses in a Small 
Sweaty Box," says the sub-title) and the aforementioned 

Porsche. That’s enough 
machina exotica to keep a 
team of mechanics busy for 
weeks, bankrupt all the mem- 
bers of one’s family com- 
bined and power Rhode 
Island. 

Selecting one’s dream ma- 
chine is no more difficult than 
opening the pages of Car & 
Driver Magazine. Behind the 
game’s opening screen lies an 
authentic-looking C&D table 
of contents. Pick a car from 
the index of feature cars, 
choose a track, and it’s time 
to grab some gears. 

Making Tracks 

The tracks truly range from the ridiculous to the sublime, 
with the exalted ones including the Monterey Raceway, Cali- 
fornia Route 1 . New York Highway 97 and a very challenging 
EA Speedway which, we’d guess, exists only on disk. The 
mid-range courses include an oval speedway, a twisty Arkan- 
sas Route 7, and a parking lot cum Autocross Course. The 
bottom end of the scale includes the Mahomet Dragstrip, the 
Dobbs Raceway (allegedly founded by the J.R. "Bob" Dobbs 
Subgenius Foundation), and the San Dimas Mall parking lot 
(.sans Waterloop, of course). 

Every start is from a standing stop with a field of three 
computer-controlled cars identical to the player’s (unless one 
opts to sideline them). In the "easy" mode, the A1 cars seemed 
like weekend warriors, frisky for a good race but not terribly 
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skilled. In fact, it doesn’t seem to take 
long before a member of the esteemed 
competition is seen bouncing cross- 
country atop the handsome poly- 
filled hillside. 

The latter, of course, is exactly what 
novice drivers do before getting with 
the zen of the program’s controls. 

Rocketing down the straightaway on 
the California coast, only to plunge 
into the sea at a curve, isn’t so refresh- 
ing after a couple dips. Our sneak 
preview copy offered a "Return to 
Road" command (Q), which proved 
very useful in getting a feel for the 
wheel. 

Becoming a Big Wheel 

In fact, an actual wheel was used to 
test C&D. the Mouse Wheel (from 
Colorado Spectrum, creators of the 
Mouse Yoke) saddled to a mouse and 
bolted to the desk top. The wheel 
looked the part, but couldn’t act the 
role nearly as well as a CH Flight 
Stick. The wheel exaggerates steering 
input, making it very difficult to con- 
trol acceleration. EA recommends us- 
ing a joystick, which provides much 
more controlled input than the mou.se 
or the arrow keys. Fortunately, this is 
not the infamous DSI Joystick routine 
to be found in Mario Andretti’s Rac- 
ing Challenge or Bill Elliott’s NAS- 
CAR Challenge. Ned Lerner has 
managed to return control to the Joys- 
tick user, rather than forcing one to 
depend on the keyboard. 

Driving feel in the game has a lot to 
do with the chariot one chooses. Ob- 
viously accelerating in an Eagle Talon 
TSi will not be as exhilerating as punching a Lamborghini. 
Cornering improves dramatically with the Porsche and Italian 
vehicles, as one would expect. One gets a sense of roll in some 
of the vehicles when cornering, as well as a definite "bounce" 
when cresting raised sections on the Monterey Raceway and 
California coast. 

Interestingly, cornering characteristics lean only towards 
understeer, regardless of vehicle. Attempting doughnuts in 
the San Dimas parking lot in the ZRI yields only ploughed 
front ends, not smashed doors or side panels. Okay, that won’t 
adversely affect the driving experience, but what might is the 
disappointing lack of speed one should feel when vaulting up 
the pavement at 100 mph or more. Judging by the slow pace 
of road-side objects going by. you’d think that 70 mph readout 
should be more like .JO mph. This adds to the sense that the 
driver isn’t going very fast, until he or she enters a corner. 
Inertia then arrives with a vengeance. 


Magazine Interface 

Deep into the red on the "neato me- 
ter." however, is the unique interface 
which offers an "article" plus layouts 
and specifications for all the cars and 
courses. One may easily peruse the 
vehicles in the on-.screen pages rather 
than flipping through a manual. Real 
C&D wheelmen make real C&D- 
type urbane comments on real C&D- 
style pages. When the driver slides 
behind the wheel and chooses "dash- 
board visible" mode, he or she has a 
realistic rendering of that vehicle’s 
interior (when was the last time you 
sat in an F-40?). And the race review 
mode (with several camera angles to 
view from) shows the driver’s run 
from start to finish, no matter how 
long the race took. 

C&D gets high marks for its beau- 
tiful graphics, delicious choice of 
cars, whimsical and varied tracks, 
and engrossing simulation. Its level 
of sophistication may not match Indi- 
anapolis 500, but neither does it re- 
quire winning a number of races or 
mastering delicate hand controls to 
enjoy. A comparable, though dated 
simulation. Test Drive III (1990), 
looks like a child’s 8-bit game after 
driving C&D. TD3, after all, offers 
only three different cars. 

Checkered Flag 

Finally, no driving game, no matter 
how recent, can compare to the thrill 
of driving the "corkscrew" at Mon- 
terey Raceway: cresting a small hill, 
turning left to face what looks to be 
a sheer drop-off, only to veer right 
again and plunge down the hill for another sharp left. The view 
from the driver’s seat is so low-profile one must use the road 
markers to see the course. The best source of information for 
the driver is the course map in the upper right hand corner. 
The C&D writers will admonish the driver to gather "all the 
information possible” in order to be more fluid and competi- 
tive, and they are certainly right. 

Perhaps by paying more attention 1 wouldn’t have plowed 
head-on into a big rig on the Arkansas state route in a Lotus 
Esprit Turbo. Being able to do such driving gymnastics, 
crashing a Lotus and climbing into a Ferrari, is one of the 
understated delights of this game. 

So, since my request for a review copy of an Eagle Talon 
has been met with steel-belted silence from Chrysler and I 
lack the few hundred grand to pony up for a wedge of Modena 
metal. I’ll take Car & Driver any day. cow 
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harpen thy ^fword. Rai0e thy ^shield. 
Ca0t thy mightie^it ^spell for the 
DUNQeONS ^ DRAQONS game 
hath joined forces with Sega" Qenem’ 


TM 



aybreak, the darkest 
hour of the final day. 
Furious goblins mass- 
ing for a decisive attack 
surround your characters and their 
liege lord, the Duke. But before 
they can strike, an immortal 
force intervenes— transporting the 
Duke’s castle and its occupants 
to a mystical valley. Where a red 
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for Sega Genesis. It has all the 
classic spells, weapons, experi- 
ence points and levels of the 
DUNGEONS & DRAGONS 
game. And characters each player 
can create themselves. 

escend into a world 
with dungeon levels 
so real your characters 
can scope them out. 


live long enough in this mysteri- 
ous new world to forge strong, 
new alliances before the castle 
is attacked? And can they unravel 
the dark, buried secret of the entire 
valley before it drives the Duke 
hopelessly insane? 

hrow in your favorite 
D&D" spells, weapons, 
tunnels, powers, good 
guys and bad guys, and 




one thing is certain. On your 
own, your characters might 
make it through WARRIORS 
OF THE ETERNAL SUN. 


sun flares eternally at high noon. 
And your characters are surround- 
ed by mutant Beastmen. Locals 
w ho are a nything but friendly. 

I elcome to WARRIORS 
OF THE ETERNAL 
1 SUN,™ the first official 
I DUNGEONS & 
DRAGONS" role playing game 



and fight it out in real time, 
first person 3-D. While automati- 
cally mapping their subterranean 
pr ogress. 

nd on the surface, make 
sure your characters are 
extra vigilant. For at 
every turn, their battle 
tactics will determine success. The 
question is, can your characters 
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Or perhaps you’ll have to consult 
the hint book* for survival tips. 
But either way, it’s going to be 
a veiy long day. 
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THE CHOICE IS SIMPLE. THE CHOICE IS SEGA. Genesis gives you more than 150 hit games, hot titles like Sonic The HedgehogrKid Chameleonr Sports Talk BasebalLand Joe Montana II, Sports Talk 
Fdotbalirand the lowest price in 16-bit systems. 'Hint book sold separately. Cover illustration ©1982 Clyde Caldwell. Used with permission. DUNGEONS & DRAGONS. O&D, and WARRIORS OF THE 
ETERNAL SUN are trademarks owned by TSR, IrK. and manufactured under a sublicense from Strategic Emulations, Inc. © 1992 TSR, Inc. All rights reserved. SEGA and Genesis are trademarks of 
SEGA Game titles are trademarks of SEGA or its licensees. See individual box tor details. ©1992 SEGA All rights resen/ed. 












Napoleon in the RAW 


With regards to your review of Napoleon /, in the September 
'92 issue of CGW. please note that the bug found by the 
reviewer had already been discovered and was collected 
shortly after sending out the review copy. It was our mistake 
not to have informed you earlier that this had occurred. We 
also found a problem with printing out variables for use in a 
miniatures boardgame,. This was corrected at the same time. 

With the long lead times required for you to review games 
in a timely manner, we can sometimes have a later version 
available before your review is published. It is something we 
will bear in mind for the future. Can 1 also say that the 
philosophy of RAW Entertainment is that the crime is not 
in releasing a title with a bug (as long as it is not catastrophic ! ), 
but rather not admitting to it/fixing it when you find out it 
exists. We produce titles that require sophisticated AI routines 
to produce "human like" opponents and therefore, can expect 
to have bugs of some sort in most of our titles. (Even though 
we go to enormous lengths to try to weed them out.) However, 
we will never ignore them! In this instance, we believe we 
have lived up to our philosophy. 

In closing, can 1 say that your magazine approaches your 
reader in the same way we like to approach our customers. 
That is, you treat them as adults and stimulate debate and 
argument, where others just pander to the common denomi- 
nator. Your review of Napoleon / was a testimony to the 
above, and I accept it as an accurate rendition of the product 
(sans bug!) and indeed, the philosophy behind it. That is, an 
entertaining, lighterweight wargame designed for the begin- 
ner/intermediate wargamer who doesn’t necessarily want to 
play detailed wargames \\k& Action Stations! every evening! 
(Although some do!) 

John J, Ingram 

President, RAW Entertainment, Inc. 

Wc continue to applaud RAW'S efforts to expand the scope 
of game subjects and to include such nice touches as the 
miniatures set-up/resolution feature in Napoleon I. 

Balancing The Cosmos 

In reference to your article in the "Industry News" concern- 
ing Omnitrend Software and the "Interlocking Game System" 
printed in your August issue (#97), I would like to bring to 
your attention that in 1982, SSI came out with what might be 
the first interlocking games — Cosmic Balance and Cosmic 
Balance II. Cosmic Balance handled the tactical combat and 
ship designs, while the latter handled the strategic com- 
bat/world conquering. Both games were designed to be played 
as stand-alones or could be linked together to form a very 
involving and complex gaming system. In very early issues. 
Computer Gaming World held ship designing contests, thus 
enabling readers to pit their custom-designed ships against 
others for fame and fortune (like subscriptions to your maga- 
zine). 1 am very fond of these early SSI releases and would 
like to see them receiving their just mention. 


Reynold Wong 
Pacific Grove, CA 

You are right, sir! The major difference between the early 
SSI releases (1982 and 1983 respectively) and the current 
Interlocking Game System is that the former linked two 
spaceship combat systems while the latter moves between a 
spaceship combat system ( tactical space combat) and a man- 
to-nian combat system (boarding secjuences). 

Rational Harpoon Correction 

In response to the article about Harpoon Battle Set 3 in CGW 
#94. I would like to note that the unrealistic emphasis (in all 
Harpoon products and not just Battle Set 3) upon air platforms 
which can carry long range missiles is a fundamental problem. 
Tim Carter, missed an excellent opportunity to communicate 
the "Why?" behind this problem to Three-Sixty. 

The aforementioned problem relates to the air intercept Al. 
First, the computer does not scramble enough planes to deal 
with the threats which it faces. If large numbers of mis- 
siles/bombers are approaching an air base and the current 
patrols cannot eliminate them, the choice is to scramble 
additional aircraft or allow the base and the grounded aircraft 
to be destroyed. Unfortunately, the computer always seems to 
choose the latter. Second, the computer likes to launch its 
missiles in large numbers at extreme range. All that is required 
of the player is to direct the targeted air-group away from the 
missiles and increase speed to afterburner and they will outrun 
the effective radius of the missiles, making the computer's 
now missile-less interceptors useless. Third, the computer 
seems to be confused as to what it should do with its intercep- 
tors after they have launched their missiles. The planes often 
simply loiter weaponless, waiting for a missile to remove 
them as a future threat. 

To conclude, I just want to say that this letter is not meant 
as a condemnation of the Harpoon sy.stem. It is just that 
aircraft are a large part of any modern military simulation and, 
until the computer’s management of air resources is im- 
proved, Harpoon is functioning well below its potential as a 
simulation of modern combat, naval or otherwise. I simply 
hope that the people at Three-Sixty will take note of these 
problems and resolve them in the same manner that Sid Meier 
has changed Civilization as problems with his program were 
brought to his attention. 

Stephen Corbett 
Aichi, Japan 

Your letter is useful and well-reasoned. We hope that it will 
have the desired results, even though we understand the 
difficulty of programming the routines for computer oppo- 
nents. Meanwhile. Harpoon players can rejoice in the fact that 
the GEnie network will offer a multi-player on-line Harpoon 
product in the near future. 

The Most Frequently Asked Question 

I’m a lawyer and a programmer, so I’m pretty good at 
understanding rules. But I’ve never quite understood how 
your top games poll works. A while back, you published a 
statistical analysis of the poll, but it didn’t explain the nuts 
and bolts of how it works. How do you select the games that 
appear on each month’s reader survey cards? How do you 
weight the total scores depending on the frequency of re- 
sponse? Why do some games appear for months on the chart, 
even though they are not in the reader survey forms? In other 
words, what precisely does it mean that on a given month a 
particular game is 43rd on the chart? I’ll bet many readers 
would appreciate a few paragraphs on this. 

Also. I’m an editor of a highly regarded legal newsletter. 
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The Book Store 


CGW Presents 



Chuck YeageKs Air Combat Handbook 

by Russell Sipe and Mike Weksler $18.95 U.S. $25.95 Can 
yihe first titk in our COMPUTER GAMING WORLD PRESmTS line 

Winning Strategies to all the missions. Campaign games for every 
player-flyable aircraft (P-51, FW-190, F-86, MiG-15, Phantom II, 
MiG-21). Valuable performance charts for each aircraft. Extensive 
information from the designers of YAC. Exclusive interview with 
Chuck Yeager. 

The SimEarth Bible 

by Johnny L. Wilson Osborne-McCraw Hill $14.95 

I salute Johnny Wilson for giving us a new kind of book about the earth 
and the terrestrial planets. . James Lovelock 

The SimEarth Bible is a winning strategy guide to SimEarth, as well as 
a fact-filled guide to Earth sciences and theories of the balance of life 
on the planet. Wilson discusses the common mistakes you may be 
tempted to make and encourages you to examine new approaches to 
planetary problem solving. 


/■ \ 



Now Available — Sid Meitrr's Civilization or 
Rome on 640K a Day. Just $18.95 plus $1.37 
tax and $3.50 shipping and handling. The 
book's more than 375 pages include; 

• 100 charts covering every technological ad- 
vance showing how the game works. 


# 24 original tables and 22 specific formulae 
showing how the game works. 


9 20 tactics, tips and techniques for winning 
battles and wars. 




The Official Guide To Sid Meier’s Railroad Tycoon 

by Russell Sipe COMPUTE Books $12.95 U.S. $16.50 

The best book on Railroad Tycoon. If you love Railroad Tycoon get 
Russell Sipes book. . jerry Pournelle, BYTE Magazine 

Sipe's book will add immeasurably to your enjoyment of Railroad 
Tycoon. , SJ,apjro, PC Games Magazine 

Here are just a few of the things you'll learn: get the answers to 
puzzling economic forces in the game; learn to defeat each of the 
tycoons; manupulate the stock market to your advantage; and learn 
optimal building and survey techniques. 


The SimCity PLANNING COMMISSION HANDBOOK 
by johnny L. Wilson Osborne McGraw-Hill $14.95 


Each time we read this book we learned something, because it 

explains the theory behind the game and doesn't just list 

one-two-three hints. ctadt 

- START Magazine 


Reading the draft for The Sim City Planning Commission 
Handbook has been quite educational and entertaining for me, 
but also strangely familiar, as 1 go through the discovery process 
once again. _ vvnght, designer of SimCity 


Use order form in center of magazine to order books 




• 1 7 ways to "cheat." 

9 Warped wit to match historical wisdom. 





We regularly report on seminars, meetings and publications 
in our field, including activities of our competitors (we figure 
we’re so good we really don’t have any competition — which 
1. having looked at many other computer game magazines, 
think is also true of CGW). I’ve long wondered why CGW, 
the premier publication in its field, does not do the same, at 
least not regularly. If I knew about them. I'd buy many more 
publications on computer game design, etc. You often report 
on your experiences at conferences and seminars — but you 
never announce these meetings beforehand. Computer games 
are my main hobby, and I’d like to be alerted to new publica- 
tions and upcoming meetings. If you can’t do this, please 
advise me how to get this information. 

Finally, just for the record, I think your fancy new table of 
contents format is hideous. It’s hard to read, and just plain 
ugly. Sorry. I use CGW as a constant reference tool, believe 
it or not, and the old table of contents style is much easier to 
use. To make up for this, you might consider publishing a 
mini-index on the final quarter page that would list alphabeti- 
cally all games mentioned in feature articles and letters (not 
including all the Taking a Peek blurbs and "paiktographies"). 

Thanks for your attention. Keep up the good work. 

Bruce Hake 
Silver Spring, MD 

The CGW Poll was inaugurarecl early In our history so that 
the readers could rate the games instead of the reviewers/edi- 
tors. The averages are cumulative, built off a database that is 
updated each rating period. The cumulative database is why 
there can be titles that stay on the Top 100 chart for months, 
even if they have not been rated during recent CGW Polls. Ai 
for how the games appear on each month ’s reader sur\>ey 
cards, we try to rate about 40 games per issue. Ten of these 
games are identical to the top ten in the Top 100 chart for two 
issues prior ( this is because one issue of CGW is at the printer 
while the readers' cards from the previous issue are still 
coming in the mail). The rest of the games rated are a 
combination of new games which we believe have actually hit 
the shelves and games that are tied with other games farther 
down the Top 100 chart. 

When readers rate the games, each letter grade is converted 
to a number. The article which you read before was an 
analysis of the new .system using letter grades converted into 
numerical values as opposed to numerical values factored 
such that it was peifectly obvious to the readers what the 
numerical .scale actually was. The statistical psychologist 
believed that not specifying the numerical values kept the 
ratings from skewing to the middle. As the years have pro- 
gressed since that change, you will have noticed a slight 
rating inflation throughout the Top 100. Readers seem to look 
at the current chart and elect to give more A pluses than they 
used to give to games. 

We have an in-house program that collates the raw data, 
determines if the number of responses are significant ( the only 
specific weighting for frequency of response), creates a cu- 
mulative numerical rating, updates our database and prints 
out the Top 100 of statistically significant ratings. Whenever 
games attain Hall of Fame status, they are removed from the 
cumulative database. So, on a given month, a game that is 
43rd on the chart means that it is 43rd among all the statisti- 
cally significant ratings in the database that, with the excep- 
tion of Hall of Fame games, has been accumulating since we 
changed the ratings system to a grade .scale, approximately 
four years ago. If a game is I i. steel on the CGW Poll card and 
does not appear on the Top 100, it means that we either 
received insufficient responses to integrate it into our data or 
it rated below #100 on the cumulative scale. We hope this 


clarifies your question. We do not claim that our .system is 
without occasional contamination, hut we do believe it is the 
best numerical indicator of computer game ratings available. 

Ai for the seminars, we should let you know that the Com- 
puter Game Developers Conference is scheduled for April 
17-20, 1993. It will be held in Santa Clara, California and 
prospective attendees need to write to: Computer Game 
Developers Conference, 5339 Prospect Road #289, San 
Jose, CA 95129-5020 for more information. Most of the other 
conferences which we attend are not open to the general 
public. One glaring exception, of course, was the Summer 
Consumer Electronics Show which was advertised in our 
pages. The backgrounds on the table of contents pages were 
an attempt to spice up the look of the magazine. We emphati- 
cally deny that we are engaged in a conspiracy with an 
ophthalmic group in an attempt to force all our readers to buy 
glasses. Microfiche readers, maybe, but not glasses. 

Wooden Ships and 9-Pin Adapters 

Is any publisher planning a simulation based upon wooden 
ships? A computer game simulating the battles of Admiral 
Nelson or the naval wars of 1812 would prove to be an 
interesting topic. 

D.F. 

Oceanside, NY 

On the IBM, there is only the Ancient Art of War at Scd from 
Broderbund, an action-oriented game covering the era. Apple 
II owners could remove the dust from their boxes q/'High Seas, 
an out-of-print strategy game from now-defunct Garde’ 
games, while Atari 8-hit owners could do the same with 
Broadsides, an out-of-print strategy game from SSI. C-64 
owners might want to bring their units out of mothballs in 
order to play Wooden Ships & Iron Men /tow Avalon Hill. It 
is an adaptation of the boardgame classic which, in turn, is 
.similar to Gygax and Arne.son ’s original Don’t Give Up The 
Ship miniatures rules for Napoleonic sailing games. We are 
hopeful that Simulations Canada’s Man of War (working 
title) will offer an exciting challenge for fighting .sail aficio- 
nados with IBM compatibles. 

Why Not The Rumor "Bag Lady?" 

Bring back the rumor guy, you know, the one under the bag. 

Sam J. Pennington 
Guthrie, OK 

Don ’t look now, Sam, but heeeee ’s back! 

Ryans’ Toasts 

Great magazine! Keep up the early previews. 

Ryan Reinike 
Ocean Springs, MS 

As a new subscriber, I am impressed by your high-quality 
magazine. 1 use it as a guide when shopping for new games. 
1 would like to let you know that I agree 100% with Johnny 
L. Wilson on his latest editorials on violence in computer 
games. Keep up the good work! 

Ryan Akiyama 
Tacoma, WA 

Well, you didn ’t think / was going to hesitate printing those 
did you? Anytime anyone agrees 100% with me, Fm going to 
expose him for the psycho he is (big grin), cgw 
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Fight 

for the 

Birth 

of a 

Nation 


gather wartime supplies. Then approach the battle- 
field with bayonets in an imposing array. 

In these turbulent times you must watch your militaiy 
closely for insurgents and deserters. Maneuver your 
ships along the coast to gain control to key ports of 
entry. Then pillage enemy ships and win over extra 
supplies. The battle is set: the Colonists vs. the British 
Empire. The outcome is in your hands! 


Lih 


ertv -n 

^ The first shots have 
^ ' * rung out. The American 

Revolution has begun! 


Assume General George Washington’s post and pre- 
pare the colonists to fight for independence. Or, as 
Lord Cornwallis, you have the chance to redirect the 
outcome of the war. Build forts, forge weapons and 


^ IBM PC 
*640K 
* EGA Color 



Command colonial regiments. 


Defend ports of entry. 


*Pre-ReIease Version Screenshots 


* Mouse Support 

* Ad-Lib Sound 
*1-2 Players 


KOEI (ianies are available for all systems in 
retail outlets nationwide! If you can’t fuKl 
the KOEI product you are lookitig for, call 
us at (41.b) !148-t)5()() (9am to .opm PST). 


We Supply The Past, You Make The History 


KOJ! 

1S50 Bayshorc Hwy, Suite 540, Burlingame, 94010 
Liberty or Death is a tratletnark of KOEI Corporation, 
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I t is well known that the editorial 
stance of Computer Gaming 
World is highly "pro connectiv- 
ity." We embrace computer modems, 
networks and modem/play-by-email 
gaming at every opportunity. What 
we’re excited to see is that this is a trend 
which is growing in our computer gam- 
ing community. As the "installed user 
base" (a little marketing lingo, there) of 
modem gamers increases, more oppo- 
nents become available. Through the 
networks, players have been meeting 
each other and setting up computer 
gaming challenges against each other 
— making friends and having a lot of 
fun in the process. 

As 1 observed during a recent panel dis- 
cussion on computer games, "1 have friends 
I’ve never seen." One of our writers ex- 
pressed something of the same sentiment 
when he told me he was having a tremen- 
dously difficult time in communicating to 
his wife that he was talking/typing to other 
people when he played a multi-player on- 
line game. We expect this phenomenon to 
continue to expand as computing pene- 
trates the home market more fully. 

Some software publishers have refused to 
incorporate modem features into their cur- 
rent lines of releases because their demo- 
graphics (the numbers they’ve collected 
from the registration cards on old products) 
do not indicate that more than a couple of 
thousand gamers per product were intlu- 
enced toward their purchase by the con- 
nectability of their games. Yet, we contend 


that there are tens of thousands of modems 
that have been appearing in homes and 
believe that connectivity will become pro- 
gressively more important as this market 
penetration (marketing slang for the num- 
ber of potential customers) continues. 

The good news that has us smiling relates 
to the number of releases on the horizon. 
Modem gamers are bound to be excited 
over such possibilities as Empire Deluxe 
from New World Computing, a six-player 
version of the original Empire, which will 
include full modem, network (Netbios) and 
play-by-email features. For players who 
have long been playing this game through 
a jury-rigged system of file transfers, a 
brighter day is ahead. 

Novell network gamers will be particu- 
larly pleased to know that New World also 
plans to publish Spaceward, Ho!. Origi- 
nally designed by Delta Tao for the Macin- 
tosh, will be coming out for both MS-DOS 
and Windows and promises to be a mo- 
dem/network/e-mail gamer’s delight. 
Spaceward. Ho! is easy-to-learn, fast-to- 
play and easily tracked. A new contender. 
Pax Imperia has Just delivered an alpha 
version to our office and presented us with 
a game of amazing depth and a very intui- 
tive interface. Pax Imperia manages up to 
16 players over a network and/or through 
modems (in real time). Alternately, players 
can "hot seat it" in front of a single com- 
puter. 

Computer pilots will not be forgotten, 
either. Players who have been enjoying the 
likes of Red Baron on The Sierra Net- 
work. Kesmai’s Air Warrior in SVGA 
graphics on the GEnie network, or the 
point-to-point combat simulations (like 
MicroProse’ Knights of the Sky, Elec- 
tronic Arts’ F-16 Combat Pilot and Spec- 
trum HoloByte’s Falcon 3.0) will be glad 
to hear that the third incarnation of Micro- 
ProseV F-15 Strike Eagle HI will feature 
modem play (though not the connectivity 
to Falcon 3.0 that several members of both 
design teams had allegedly hoped for). 
Spectrum HoloByte plans to be back in the 



modem ether with A- 10 Warthog by this 
time next year. A-IO Warthog is being de- 
signed to fit into their "Electronic Battle- 
field System" of connective games. 

"Kings" of strategy gaming will enjoy 
Mindcraft’s (expected to have a mo- 
dem play feature in an upcoming enhance- 
ment) and the first "expansion" disk for 
Interplay’s Castles 2 (also expected to 
support modem play). In addition, QQP’s 
next strategy game, Concpiered Kingdoms 
is a turn-based strategy game in the best 
QQP tradition that will support both mo- 
dem and specific play-by-email features. 

After their recent foray into modem gam- 
ing with Theatre of War. Three-Sixty Pa- 
cific is planning to follow up along that line, 
so don’t hang up that modem yet! The 
second chapter in their V For Victory series, 
Velikiye Liiki (due out before Christmas) 
will feature modem play for its turn-based 
system. Next year’s projects, which include 
Victory At Sea (the Jim Dunnigan design 
implemented by Dave Menconi) and Har- 
poon II. both tentatively slated to include 
modem play. 

The many enthusiastic fans of the popular 
"out of nowhere" strategic WWII computer 
wargame High Command read in the de- 
signer’s notes about a pending 2.0 version 
which promises to feature modem play and 
is scheduled for 1993. For those who can’t 
wait, Columbia Games, the boardgame 
publisher, has released their Computer 
EastFront, a Windows version of their 
popular board game. Although it has no Al, 
the game was specifically built abound 
play-by-modem and play-by-email fea- 
tures. While it is anyone’s guess how such 
a game will fare in the marketplace, we 
salute the attempt to translate an excellent 
board wargame to a broader base of com- 
puter gamers. 

Thus, with all the promises from various 
publishers, it is time for modem strategy 
gamers to get a separate phone book and 
start listing their gaming buddies there. ccw 
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FDR VICTORY 


THREE-SIXTY PACIFIC 
2105 S. BASCOMAVE. 
CAMPBEIi, CA 95008 
408-879-9144 


As can be expected, sound and graphics are superb.” -COMPUTER GAMING WORLD 

“By far one of the most graphically pleasing and downright beautiful games ever designed.” 

-STRATEGY PLUS 

“Near-fanatical attention to historical accuracy.” -COMPUTER GAME REVIEW 

“Particularly noteworthy is the quality of the computer Artificial Intelligence (At) routines used 
to control the computer opponents. As either the American or German, 
the computer presents a tough, competent foe.” -CGW 

“VFV has set a new standard for computer wargaming in terms of detail and programming.” -SP 

“While taking full advantage of the computer format, it preserves the tactile feel of 
classic hoard wargaming.” -CGW 

Available at Babbages, Egghead Software, Electronic Boutique, Software Etc., Waldensoflware and other fine software retailers. 
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Three Viewpoints on the 
On-Line Muiti-Player Wargame 

by Ken St. Andre, David Wilson, and Johnny Wilson 



T he so-called Hun- 
dred Years War 
lasted, of coiuse, 
longer than one hundred 
years. A wag might con- 
clude that the sum of its 
years was greater than that 
of its title. The same might 
be said for GEnie’s Hun- 
dred Years War, a multi- 
player game of diplomacy, 
economics and warfare by 
Jim Dunnigan, Dan Mas- 
terson and A1 Nofi. A beta 
test version of HYW is 
available for anyone to join 
on GEnie’s page 945 for 
$6.00 per hour. In order to 
give CGW readers a taste 
of our impressions of this 
fascinating cybuib, we 
have elected to publish the 
thoughts of three gamers: a 
boardgame designer with 
some computer game credits; an editor 
who has been writing about computer 
games for more than a decade; and a 
gamer who is new to multi-player on- 
line games. 

The Designer 
(Ken St. Andre) 

James Dunnigan’s Hundred Years 
War was originally designed as a play- 
by-mail game for SPI — a humongous 
sort of wargame to keep huge numbers 
of players busy for years as they strove 
to enrich their families and defend their 
nation. Each player takes the part of a 
European noble (mostly French or 
English, but with some Italians, Span- 
ish, and Germans, etc.), and then, tries 
to increase his/her power and wealth 


while the great lords — the Kings of 
England and France — seek to embroil 
hirn/her in the greater power struggle 
between France and England that 
lasted from 1337 until 1453. How well 
the player succeeds depends on tactical 
and logistical brilliance, but also on 
diplomacy, luck, and stubborn adher- 
ence to one’s goals. 

As an on-line computer game. Hun- 
dred Years War (HYW) is the most 
ambitious game design I’ve ever seen. 
EHTT combines several genres of com- 
bat game into one overwhelming expe- 
rience. (And when they finally get the 
graphic front end in place some time in 
1993, it should be truly overwhelm- 
ing.) First, it is an enormous historical 
simulation, but it is also a multi-player 
diplomacy tournament, a long-range 


resource management 
game, a tactical combat 
game for marauding ar- 
mies, a role-playing game 
with numeric character at- 
tributes and skills that af- 
fect how well one’s 
alter-ego can accomplish 
his/her goals, and a writ- 
ing game where one at- 
tempts to dazzle both 
friend and foe with witty 
contributions to the on-go- 
ing chronicle of the war. 

It has been my pleasure 
and privilege to partici- 
pate in both the alpha and 
beta testing of HYW. Over 
the last several months. 
I’ve seen the game/simu- 
lation grow in complexity 
and rectitude. I’ve enjoyed 
playing HYW. It can be to- 
tally absorbing if one has 
any feel for the High Middle Ages and 
either role-playing or war-gaming. (I 
was excommunicated twice and tried to 
transplant the Islamic faith to Holland 
during the alpha test!) 

Having said all that, I want to add that 
as a sometime game designer myself 
(Tunnels and Trolls, Stormbringer and 
Wasteland) and a game player. I’m not 
entirely happy with the way Hundred 
Years War is developing. From a de- 
sign perspective, I would almost have 
to call the current game too ambitious. 
In simulating the High Middle Ages, 
Dunnigan and company have gone too 
far and made the whole game/simula- 
tion too complex. Each day of real-time 
(outside the game) represents 90 days 
of game time. During each game turn 
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one can: (1) manage one’s properties, 
(2) conduct family business such as 
getting married, or trying to get the 
wife (or selO pregnant, (3) give orders 
to NPCs that will send them on jour- 
neys or make them into kidnappers, 
assassins, bailiffs, etc, (3) travel by 
land or sea, (4) recruit armies in any of 
three different ways, (5) visit courts 
where one can hire or attempt to seduce 
NPCs, (6) conduct battles, either army 
to army or army to castle, (7) enter into 
a simple hunting simulation, (8) try to 
get wealthy in one of four different 
gambling games, (9) communicate 
with other players through a message 
function online, or (10) visit the inter- 
active court where one can talk, drink, 
brawl, or duel with the other gameplay- 
ers in what passes for real-time. Fur- 
ther, even though I’ve listed ten things 
to do. I’ve left some of the lesser things 
out and haven’t even mentioned the 
non-gaming time when one would be 
trying to participate in the neverending 
flow of messages posted on the game’s 
bulletin board. Moving from menu to 
menu as rapidly as GEnie will let me, 
it usually takes me at least two hours 
and sometimes, as long as four to finish 
one 90 day turn to my own satisfaction. 
How many people can afford between 
$ 1 2 and $24 a day to play a game that 
may last for over 400 turns? Of course, 
one doesn’t have to play every day, and 
one can ’t — vacations, illness, com- 
puter problems, a thousand things 
might keep one off-line sometimes, but 
missing a day can sometimes be disas- 
trous. (My character Guillaume de 
Granson was kidnapped from the Scot- 
tish Court and tortured to death, be- 
cause bad weather in Phoenix kept me 
from being online one night.) 

HYW can be a lot of fun, but because 
there are so many things one must do 
— many of which, such as recmiting 
NPCs or managing fiefs which are pure 
dmdgework, there is also a boredom 
factor involved in playing and the bor- 
ing stuff is costing the gamer as much 
as the interesting stuff I really believe 
that if Dunnigan doesn’t simplify the 
game, it will turn into the Hundred 
Years Bore. 

My other concerns are myriad. First, 
there is an overabundance of mostly 
meani ngl es s numbers that appear i n t he 
description of every fief and character. 
What does "Fields 4.68, Industry 0.00, 
Weather 0.98" really tell you when 
looking at the description of a fief? 
How can one measure weather on a 
0.00 to 1 .00 scale anyway? Second, it 
often seems that Dunnigan assumes a 
double standard that probably arises 
from confusion as to whether he’s de- 


signing a simulation or a game. (Yes, 
there is a difference — a simulation 
merely models a process while a game 
imposes artificial mles and goals upon 
one or more processes.) When players 
complain about something that doesn’t 
seem fair, Dunnigan’s tendency has 
been not to fix the inequity, but to ex- 
plain why he put it into the game. The 
answer he likes best is "Because that’s 
the way it was in the 14th centiuy." 
Such reasoning is fine for enhancing 
the reality of the simulation, but pretty 
lame for a gamer who finds artificial 
constraints hampering his style of play 
and chance of succeeding. At other 
times, Dunnigan ignores the most un- 
realistic results because his gaming 
system (largely built on random num- 
ber generators) gives or requires them. 
A good example is money. Although 
every country in Europe had its own 
distinct cunency by 1337, the only 
monetary unit in the game is the kilodu- 
cat (1000 ducats). That’s an easy way 
to handle the problem of money in a 
game, but wildly unrealistic for the 
simulation. An old (1960) Webster’s 
dictionary that I have defines a ducat as 
a small gold coin worth between $0.83 
and $2.32. Modem dictionaries refuse 
to give a cash equivalent for the coin. 
Today’s value would be at least five 
times as high, so figure roughly be- 
tween $4 and $12 per ducat in 1992 
U.S. money which makes a kiloducat 
worth $4000 to $12,000 dollars. To 
hire one soldier for 90 days costs 1 
kiloducat or $8000 if we average it, any 
soldier whether mounted knight or 
lowly footslogger. Can you believe that 
any lord of medieval France paid his 
foot soldiers the equivalent of $32,000 
a year? In the game, even poor nobles 
have thousands of kiloducats to throw 
around, so we never even stop to think 
about how much mon^ Dunnigan has 


My Lives during 
the Hundred Years War 

by Ken St. Andre 
(a.l(.a. Robert de Granson) 

In days of old when knights were bold, 
And 'outers weren't invented, 

They rought and died with moidy pride — 
They sinned and then repented. 

A hundred years of hopes and feors. 

Of sword and spear and mekiies. 

Of sie^e ond slaughter, prince and rotter. 
Yours in the reolm of Guie. 

James Dunnigan seeks fun again 
With massive simulation. 

Hove you the force to stoy the course 
That shaped the Gallic nation? 


us spending in order to fight our wars 
or pay our taxes. 

I could give many more examples of 
such double-sided thinking, but the fact 
is that as a simulation, HYW is too 
simple and as a game, it is too compli- 
cated. 

The Player 
(David M. Wilson) 

There are multitudes of fascinating 
elements that draw the player to HYW. 
For me, there was the strain of ttying to 
build a kingdom of my own, while try- 
ing to defend my homeland against the 
onslaughts and land piracy of the much 
despised enemy. There was the thrill of 
raising an army and attacking a fellow 
noble’s fief (followed, of course, by 
experiencing the agony of watching the 
same noble, more powerful than my- 
self, cmsh me beneath her unmerciful 
bootheel). There was the pleasure of 
striving for diplomatic resolutions to 
problems, as well as negotiating for 
reparations when another Lord had 
wronged me. I also discovered the sad- 
ness of losing a child at birth, a game- 
style microcosm of seeing one’s hope 
for immortality disappear. 

HYW allows a noble to begin with a 
number of fiefs, the responsibility for 
which can be immense. These fiefs 
make up the main source of revenue for 
the noble. Managing a fief consists of 
setting the payroll for officials and gar- 
rison, extending fortifications, increas- 
ing the infrastmcture and deciding how 
much to tax the peasants. Should a no- 
ble fail to pay proper attention to such 
matters, he may find himself muttering 
the cliched Mel Brooks line "The Peas- 
ants are revolting!" ("You said it, they 
stink!") The noble could very well be 
forced to raise an army, rush to the 
rebellious fief and cmsh the rebellion. 

Unfortunately, as in real life, rebel- 
lions of this type can occur at the worst 
possible times. The worst possible time 
being, by definition, those periods 
when a player is seeking to do some- 
thing important, such as battling invad- 
ers from an enemy nation. Since the 
game itself is realistic enough that a 
great deal of playing time is spent wait- 
ing for one’s enemies to actually make 
a move, it can be particularly fmstrat- 
ing to be forced to put down a rebellion 
just as the first wave of invaders begins 
its attack. Such is the penalty for bad 
management. Bet you wonder how I 
know that. 

As noted earlier, each real-time day 
is equal to 90 game days and each 
activity costs a certain amount of game 
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days. For example, attempting to con- 
ceive an heir takes 10 game days. 
Sometimes, one wishes there was a me- 
dieval fertility specialist around to 
proffer the ri^t herb or advice. Natu- 
rally, the importance of having an heir 
becomes obvious when one realizes 
that a player’s noble can die at any 
time. More than one noble has discov- 
ered how prevalent disease was in me- 
dieval France and how suddenly it can 
take one’s life. The far-sighted player 
who took the time to ensure him- 
self/herself of an heir can assume the 
role of that heir and continue in the 
game. 

HYW may also have to take some 
responsibility if I am forced to join 
Gambler’s Anonymous, for I find my- 
self constantly taking risks to prove my 
system. I can remember being up 5000 
kd (kiloducats) one evening by gam- 
bling on the Sport of Kings (horse rac- 
ing). It wasn’t long until 1 was 5000 kd 
behind and had to force myself to quit. 
It is amazing what a person can learn 
about himself in front of a computer 
terminal. 

In addition, the role-play ing elements 
of this game are quite fascinating. The 
Private Roundtables set up for nobles 
of their own respective court (on the 
game’s bulletin board) literally bristles 


with discussions of on-going events 
within the game. Players find them- 
selves negotiating, informing, discuss- 
ing, arguing and generally communi- 
cating from the viewpoint of their char- 
acter. Even when involved in a quarrel 
the player is expected to remain in 
character and respond only as his/her 
character would respond. 

The online message system further 
facilitates the role-playing aspects of 
the game. Even in the midst of making 
his/her moves, a player is able to send 
and receive messages (one line at a 
time). In this manner, alliances may be 
created/cemented, resources may be 
consolidated between players, militaiy 
operations may be coordinated, ene- 
mies may be chided/insulted, or play- 
ers can simply greet one another. The 
aspect of today’s computer role-play- 
ing games that is lacking the most is 
player interaction with other charac- 
ters. HYW delivers a satisfying role- 
playing game to those who are seeking 
RPG fulfillment. 

This role-playing portion of the game 
became personally distasteful for a 
time during my initial gameplay expe- 
riences. The person playing the French 
king did not take his royal duties seri- 
ously (much like the historical Valois 
King). This created a real problem for 


those of us who were waiting for a 
decision from the king. I waited for two 
weeks for a response and was quite 
irritated that when he did respond, he 
e-mailed the wrong player. I was coun- 
seled by many to relax, as this was 
realistic role-playing because it fit the 
historical facts and setting. I made sure 
that there was no doubt in any player’s 
mind that 1 was extremely upset about 
the turn of events (too sure!). I even 
threatened to assassinate the king. 

This leads us to another important 
issue, not often addressed. Players 
must carefully word messages and re- 
sponses to other players. It is easily 
forgotten that the printed word has no 
tone of voice or facial expression to 
assist in proper communication. People 
often will discover that they lack the 
inhibitions that keep them polite in a 
face-to-face conversation when they 
are communicating across a modem 
connection. Let’s just say that unre- 
strained communication will not bene- 
fit the player in //TIT, since much of the 
game relies on diplomacy. 

As for the entertaining surprises that 
occur with human opponents, I must 
confess that even the best laid plans of 
mice and men can go astray. I had the 
amusing situation of taunting the king 
of England into leaving a keep without 
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an army. I had no kidnappers or assas- 
sins who spoke the proper language to 
kidnap him while his guard was down. 
So, he challenged me to give him a 
minimal force so he could defeat me 
handily in pitched battle. I transferred 
50 men to his control and faced him 
with more than 300. Imagine my sur- 
prise when he not only won the battle, 
but killed my main noble character. As 
stated previously, it is imperative that a 
noble have heirs. 

I have found myself totally immersed 
in the game. While 1 had been asked to 
play for 20-30 mi nutes per day , at most, 
for the purpose of this article, I found 
myself dawdli ng online for hours, often 
not moving or accomplishing anything, 
but merely discussing strategy and tac- 
tics with others. After I played for 30 
hours in the first week, my wife 
stormed into my office and demanded 
to know what I was doing that took so 
much time. I told her that I was talking 
to others within the game. She won- 
dered aloud how I could spend so much 
time talking to imaginary people in my 
computer when I had a wife and two 
kids in the same house with me. I 
laughed as I tried to explain that people 
all over the country were on-line and 
playing right that veiy moment, and 
these people were real. 1 had the pleas- 
ure of meeting some of those people at 
GenCon and I can assure you that they 
are real enough. To sum up my experi- 
ence in the game, the people were the 
element that made the game fulfilling 
and interesting for me. What can 1 say. 
I’m a people person! 

The Critic (Johnny L. 
Wilson) 

As the dean of analytical history (the 
best description 1 can provide of Jim 
Dunnigan’s prolific contribution and 
importance to the hobby which contin- 
ues to enthrall me, i.e. wargaming in all 
its permutations), Dunnigan well 
knows the difficulties involved in 
translating history to a living experi- 
ence and stimulating challenge. At 
CGW, we use the term "grognard" to 
describe those of us who are willing to 
dig into and assimilate a wide variety 
of information on a subject in order to 
get the most out of a wargame. I believe 
that Dunnigan designed Hundred 
Years War with the "grognard" in 
mind. The time period is not that which 
would engage the mainstream of 
gamers (indeed, even many wargamers 
of my acquaintance think anything be- 
fore World War II is totally uninterest- 
ing) and it is based on a series of 
conflicts which were largely misman- 


aged in the first place. Yet, out of the 
midst of that historical chaos, comes a 
game. 

HYW is a game because it has no 
certain outcome. It is analytical history 
because it pits a roughly historical 
amalgam of economic, diplomatic, re- 
ligious and military forces against each 
other in a simulated time period of con- 
flict. 

My criticism of HYW as a game is 
that it has some problems in play bal- 
ance. One reason that Kesmai, the 
leading developer of on-line games, 
has always resisted having human refe- 
rees and game masters in their games 
is that humans are unreliable. One rea- 
son Dunnigan wanted the French king 
to be picked at random is because, his- 
torically, the Valois line was so indeci- 
sive. He thought the potentially 
ineffective French leader would add to 
the realism. As analytical history, he is 
right. As a game, particularly a game 
where players are paying by the hour, 
where everyone wants a reasonable (if 
not equivalent) chance of winning, this 
is a poor design decision. I believe the 
French should select their king among, 
at least, experienced players prior to the 
beginning of actual game play. At the 
very least, I think any king that is inac- 
tive for over a week of real-time should 


experience an untimely death and the 
throne be passed to another player. 

Another weakness as a game may be 
found in the way stature is handled. 
Stature appears to be a significant fac- 
tor in the success algorithms. Yet, I 
couldn’t really figure out how stature 
could be raised. Even when my charac- 
ter was making numerous diplomatic 
alliances, increasing his number of 
fiefs and defeating the enemies of 
France on the field of battle (well, ad- 
mittedly they were only garrisons of 
the fiefs I was pillaging, but there were 
victories nonetheless), my character re- 
mained at a stature of 1.0. 

Finally, though I cannot agree with 
Ken St. Andre on the matter of mone- 
tary abstraction (if he thinks the game 
is complicated now, just imagine how 
it would be with cmde auctions at bor- 
der marketplaces for foreign exchange 
and having to deal with all sorts of 
traveling moneychangers), I am con- 
cerned about the lack of utility in the 
numerical characteristics for each char- 
acter. Some characters have numerical 
values for useful characteristics; others 
have numerical values that never come 
into play. One of my daughters, for 
example, is a glutton, but we’ve never 
had to find a medieval equivalent of 
Weight Watchers for her. There is no 



SOUND MASTER. M 


• 100% AdLib'" Compatible. 

• Exclusive SMULATOR'" sound file 
conversion software. Operates 
“Sound Blaster" compatible titles, ~ 
WITH IMPROVED SOUND QUALITY! 

• VOICE COMMAND SOFTWARE. 

• Covox Voice Master®, Speech Thing® 
MIDI Maestro compatible. 

• 8 bit DMA sound digitizer. Sample 
rates to 25 Kbytes/sec with "direct to 
disk" record/playback options. 


The Most Compatible 
Sound Card In The World 

• MIDI interface with simultaneous input 
and output. Includes PC-LYRA'" music 
composition software. 

• Audiophile sound quality. Low noise, 
precision engineered electronics. 

• 4-watt amplifier with volume control. 

• Extensive software tools, Including 
digital compression and editing utilities. 

e Supported by the largest library of 
software titles In entertainment, 
business, music, and education. 

• Dual 3-inch speakers, 6 foot MIDI cable, 
and internal speaker bypass included. 

• Made In USA by Covox -- THE micro- 
computer audio specialist since 1 975. 


Your Best Choice For Multi-Media Sound. 

ONLY $229.95 (plus $5 Shipping & Handling) 

ORDER HOTLINE: (503) 342-1271 Mon-Fri, 8 AM to 5 PM PST 
VISA/MC/AMEX phone or FAX orders accepted. NO CODs. 30 Day Money Back 
Guarantee If not completely satisfied. One year warranty on hardware. 

TRADE-UP OFFER: Your current PC sound card brand Is worth $$$ toward the purchase 
of a Sound Master II. Contact Covox for details. 

CALL OR WRITE FOR FREE PRODUCT CATALOG 


COVOX INC. 675 Conger Street • 
Phone (503) 342-1271 • FAX 


Eugene, OR 97402 
503-342-1283 


November 1992 


Circle Reader Service #62 


Page 149 




Sneak Preview 


weight measurement in the game. An- 
other daughter is extremely disliked by 
the clergy (guess she takes after her old 
man), but it didn’t stop the Pope from 
blessing her marriage. 


Dunnigan’s answer is that it rounds 
out the characters, particularly the non- 
player characters, by letting one see at 
a glance what they are like. To some 


extent, I agree. If all the characteristics 
don’t matter, however, there ought to 
be some way for every character to 
have, at least, one or two characteristics 
that do matter. It’s a matter of playabil- 
ity and perception. 


All of these criticisms aside, gamers 
are to be reminded that Hundred Years 
War is a work in progress. It is still 
evolving all the time (we’re currently 


working out a glitch in the parliamen- 
tary system and tournaments are just 
about to go live). It is a different game 
than when we started and the best news 
is that, even when it is complete, it will 
be a different game every time it’s 
played. That’s the way human oppo- 
nents are. 

Hundred Years War has seduced this 
critic into historical research, many ex- 
tra hours of correspondence and plenty 
of map study. I’ve spent dozens of 
hours talking over the events of the 
games with other people, both those 
involved in the game and those who are 
not. I’ve adjusted my personal goals in 
connection with changes in the influ- 
ence stream among the players and 
done my share of helping other players 
who had experienced bad breaks. I’ve 
rethought the historical situation and 
replayed possibilities in my mind. I’ve 
learned the lessons of history in subjec- 
tive new ways that reinforce what little 
I know objectively about the period. In 
short, the dean of analytical history is 
holding class. Matriculation is as easy 
as logging onto GEnie. Finishing the 
course can be as rewarding or unre- 
warding as the "students" want it to be. 

CGW 
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B ack in the early 1960s, some old 
college friends who had moved 
to different parts of the country 
decided to try playing one of their fa- 
vorite board games, Diplomacy, using 
the mail. Because the game required 
intense negotiations between players 
and did not rely on random factors like 
die rolls to determine results, it was 
highly suited for being played via writ- 
ten messages. One of the players vol- 
unteered to organize and run the game 
and the Play-by-Mail gaming hobby 
was born. 

In 1 982. Russell Sipe decided that the 
fledgling commercial computer net- 
works had the potential to run Diplo- 
macy games using the new “electronic 
mail” technology more efficiently and 
quickly than the PBM system. Sipe 
started a handful of games on both 
CompuServe’s Gamers Forum and on 
the now-defunct Source and created 
his Diplomacy “zine,” The Armchair 
Diplomat (TAD). The Play-by-Elec- 
tronic-Mail gaming era had begun. 

Today, a dedicated band of gamers 
play a wide variety of traditional board 
games via electronic mail in Com- 
puServe's PBMGAMES Forum. By 
far the most popular of these games is 
Diplomacy. Published in the U.S. by 
Avalon Flill, it is still the board game 
that is most widely played by mail. The 
game attempts to recreate the situation 


in Europe before the start of World 
War I. 

It requires seven players, each of 
which represents one of the “Great 
Powers" (Austria, England, France, 
Germany, Italy, Russia or Turkey). To 
win the game, a single player must 
control 18 of 34 “supply centers.” In 
most cases, the player must negotiate 
and make agreements with other play- 
ers in order to succeed. Each player, of 
course, has his or her own agenda and 
deals must be made with shrewd tact or 
— diplomacy! 

In combat, nothing is left to chance. 
If two units attack a single unit, the 
single unit is defeated and must retreat 
to another space on the board (if possi- 
ble). Every other turn, the players must 
adjust their forces to match the number 
of units they control to the number of 
supply centers they hold. If a player 
holds more supply centers than units, 
he or she may build new units. How- 
ever, if the player controls fewer supply 
centers than units, he or she must re- 
move units from the board until the 
numbers are equal. It is a classic game 
which has been played for more than 30 
years. 

In the PBMGAMES Eorum Diplo- 
macy section, players can send private 
messages to each other or send out 
general messages (usually called 
“Press”) related to the games. Each 


game has a volunteer GM who over- 
sees the action and adjudicates the turn 
results. Orders are submitted to the GM 
on a regular schedule, usually every 
two weeks. The GM then forwards the 
results for each to the editor of TAD so 
that game results can be published. 
Every Tuesday, TAD is available in the 
Eorum’s data library for the players to 
read or download. 

Usually, there are a dozen or more 
Diplomacy games active at any time in 
PBMGAMES. The average game takes 
around six to nine months to complete. 

A player in an on-line Diplomacy 
game can spend roughly an hour a 
week conducting written negotiations, 
preparing orders and reading the game 
reports. Players are encouraged to play 
in more than one game if they like, and 
many participate in several games at 
once. 

Players can also try out several Di- 
plomacy variants. These games are run 
in the sister publication to TAD, The 
Eccentric Diplomat (TED). Among the 
most popular variant games are Gun- 
boat (where the identity of the individ- 
ual players are unknown to each other 
and the players must rely on their tac- 
tical skill) and Woolworth Diplomacy 
(which is played on a slightly different 
map of Europe with each player play- 
ing two positions in each game). Many 
other variant games are run regularly in 
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TED. One can even try a position in one 
of the frequent "Round Robin Gun- 
boat” tournaments where seven players 
get together to play in seven Gunboat 
games simultaneously. Each player 
plays a different power in each game. 

For the armchair railroad engineers, 
PBMGAMES Forum offers the Rail 
Games section. The weekly ELEC- 
TRIC TRAINS publication features 
games of 1830, Railway Rivals and 
other popular rail games. 

1830 is Avalon Hill’s classic game 
of track building and finance in the Age 
of Steam. Railway Rivals is a British 
game which has been very popular in 
PBM circles. Last available in the U.S. 
through an edition published by Games 
Workshop, players must build efficient 
track on a map of a particular geo- 
graphical region. The map for each 
game is different and, with dozens to 
choose from, the variety is endless. 
There are current RR maps for most 
states of the U.S., all of Europe and 
Asia, even Tolkien’s Middle Earth! 
The game usually features three to 
eight players per game and most games 
finish in three months or less. Rules and 
maps can be ordered on-line. 

Other types of board games can be 
played in PBMGAMES general board 


game section. Among some of the 
games that have been run in the last few 
months are: Monopoly, Acquire, Dune, 

There are 
current rail- 
road maps 
for most 
states of U.S,, 
all of Europe 
and Asia, 
even 

Tolkien's Mid- 
dle Earth, 

Junta, Wooden Ships and Iron Men, 
Civilization (the Avalon Hill board 
game). Advanced Civilization and 


many others. If the game can be 
adapted to playing by electronic mail, 
chances are that opponents can be 
found in this section of the forum. 

Traditional war gamers can find op- 
ponents in the War Games section. 
Many different games have been 
adapted for play in PBMGAMES Fo- 
rum. including Third Reich and Titan. 
Anyone tired of playing solitaire is al- 
most certain to find opponents, here. 

The cost of playing in a PBEM board 
game on CompuServe is surprisingly 
affordable. With the advent of auto- 
mated communications packages 
which give the user the ability to do all 
the time-consuming work of compos- 
ing messages off-line, the average 
player can play in a number of games 
for around $20 a month. Of course, the 
cost may vary depending on the num- 
ber of times one signs on and the num- 
ber of messages written. 

So, for those gamers who fondly re- 
member the days of playing board 
games with real human opponents, 
CompuServe’s PBMGAMES Forum 
can become a home away from home. 
For information on how to join Com- 
puServe, call 1-800-848-8990. cGw 


The UiyTliiiMfE Play-By-Mail Offer 

FLAGSHIP magazine, with Ark Royal Games, C2 Simulations, Capitol Consulting, Deltax Gaming, 
Flying Buffalo Inc, Flying Dutchman Games, Graaf Simulations, Inner Dimensions, Rolling Thunder 
Games Inc and Twin Engine Gaming, is proud To make what may be the most exciting offer in PBM 
history. For $19.99, we'll give you: 

(a) A 4-issue trial subscription to FLAGSHIP, PBM's leading international magazine, with 56 pages 
each issue packed with news, reviews, and uncensored player comments. Every issue includes a 
sheet of discount coupons worth many times the cost of the magazine. 

(b) A coupon entitling you to $20 value of rules and/or turns in any of these games: Against All Odds, 
Adventurer Kings, Cluster, Continental Rails, Domination, El Mythico, Feudal Lords, New Order, 
Quest of the Great Jewels, Shadow Lords, Sirius Command, Space Combat, Space 101, StarGlobe, 
Starquest, Subterrania, Victory!, World Emperor 11 and Warriors & Wizards. You choose where you 
want to use the coupon: to help you, we will include an impartial description of each of them! The 
only condition is That you should not have played with that particular gamemaster before. 

Last but not least, if you are disappointed with the first FLAGSHIP, let us know within one month and 
we'll refund you the entire $19.99 by return. No handling fee, no requirement to return anything - 
yes, you can still use the coupon. 

To try it, send $19.99 to FLAGSHIP. CGW special otter. PO Box 6105WSS. Gainsville GA 30504 
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Win $500 Worth of Computer Software!! 

Help us name our company! The name will change from No-name Software to . . . ?? 


Here's the details: 

1) Mail or FAX your entry to us, or give it to us over the phone when you place an 
order. Sorry, entries will not be accepted over the phone without an order. 

2) Deadline for entries extended to January 15, 1993! 

3) A winning entry will be selected from all entries by the management. 

4) In the event of multiple winning entries, one will be chosen at random to be the 
prizewinner. 


5) All decisions are final. 

6) Winner agrees to have their name and hometown printed in a future ad. 

7) We retain all rights to the new name. 

8) The winner has until Dec. 31 , 1993 to order all free software. 

9) We’ll pay the shipping for the software. 

10) Have fun! 


No-name Software • 800-788-GAME (4263) • FAX: 205-980-1953 

For Fax orders please include MC/Visa credit card number, expiration date, and shipping address. 


SPECIAL OF THE MONTH 

Purchase Links @ $35 or Links 386 @ 
$40 and two course disks — $17 each, 
and we'll give you your choice of a third 
course disk for free. 


ACCESS 

Amazon $40 

Countdown $35 

Links $35 

Links 386 $40 

Bountiful CC Course $17 

Firestone CC Course $17 

Bay Hill CC Course $17 

Pinehurst CC Course $17 

Dorado Beach CC Course $17 

Barton Creek CC Course $17 

Troon North CC Course $17 

Martian Memorandum $35 

Mean Streets $35 

ACCOLADE 

Altered Destiny (•) $22 

Elvira 2 $40 

Grand Prix Unlimited $35 

Hardball 3 $35 

Hoverforce $30 

IshidoC) $32 

Jack Nicklaus’ Signature Golf $40 

Jack Nicklaus’ Unlimited Golf $35 

Course Disk, Vol 1 & 2 $20 

Course Disk, Vol 3 $16 

Course Disk, Vol 4 $16 

Course Disk, Vol 5 $16 

Lost in LA $35 

Mike Ditka Ultimate Football $32 

Star Control 2 $35 

StrategoC) $30 

Super Space Invaders $25 

Test Drive 3 (') $35 

ACTIVISION 

Leather Goddesses II $44 

Lost Treasures of lnfocom(‘) $40 

Lost T reasures of Ihfocom 2 (’) $30 

Mech Warrior (■) $21 

BRODERBUND 

Galleons of Glory (*) $27 

Prince of Persia (') $26 

The Ancient Art of War (') $27 

The Ancient Art of War at Sea (’) $27 

The Dark Heart of Uukrul (') $17 

DISNEY SOFTWARE 

Arachnophobiaf") $20 

Arachnophobia with sound (') $30 

Dick Tracey $25 

Dick T racey with sound $35 

Ducktales: Quest for Gold (*) $15 

Rocketeer (•) $30 

Rocketeer with sound (*) $40 

DYNAMIX 

A-tOTank Killer Enhanced (‘) $35 


Aces of the Pacific $45 

Castle of Dr. Brain $30 

Nova 9 0 $22 

Red Baron VGA $35 

Rise of the Dragon VGA (*) $35 

Willy Beamish $35 

ELECTRONIC ARTS 

4D Boxing $19 

Are We There Yet? $19 

Chuck Yeager's Air Combat $38 

Earl Weaver Baseball 2 $33 

Imperium $27 

John Madden Football $33 

LHX Attack Chopper $27 

PGA Tour Golf $33 

Golf Tournament Course Disk $18 

PGA Tour Gold Limited Ed $42 

Populous $21 

The Immortal $20 

GAMETEK 

Daemon’s Gate $35 

INTERPLAY 

Buzz Aldren's Race into Space $35 

Castles (*) $35 

Future Wars $30 

James Bond: The Stealth Affair $32 

Lord of the Rings $32 

NFL Pro League Football (’) $45 

Out of this World (*) $35 

Star Trek: 25th Anniversary $35 

The Two Towers (■) $35 

INTERSTEL 

Armada 25/25 $33 

KOEI 

Bandit Kings of China $35 

Genghis Khan $35 

L'Empereur $35 

Liberty or Death $35 

Nobabunaga’s Ambition 2 $35 

Romance of the Three Kingdoms $40 

Romance of the Three Kingdoms 2 . . . . $40 
Uncharted Waters $41 

LEGEND 

Spellcasting 101 $35 

Spellcasting 102 $35 

TimeQuest $35 

LUCASFILM 

Indiana Jones 4: Fate of Atlantis $35 

Secret of Monkey Island $27 

Secret of Monkey Island 2 $38 

Secret Weapons of the Luftwaffe $44 

MAXIS 

SimAnt(’) $36 

SimCityf") $31 

SimEarthC) $42 

SimEarth for Windows (') $41 

MICROPLAY 

Command HQ $35 


Elite Plus $30 

Flames of Freedom $30 

Global Conquest $35 

Sea Rogue $30 

MICROPROSE 

ATAC $30 

Civilization $40 

Darklands $40 

F-117ANighthawkVGA $47 

F-1 5 Strike Eagle 3 $45 

Gunship 2000 VGA $42 

Silent Service 2 $36 

Task Force: 1942 $40 

MINDCRAFT 

Magic Candle 2 $38 

Rules of Engagement $38 

Siege $38 

NEW WORLD COMPUTING 

Might & Magic 3 $38 

Might & Magic: Clounds of Keen $38 

Planet's Edge $38 

OCEAN 

Battle Command $24 

F-29 Retaliator $33 

Lost Patrol $33 

ORIGIN 

Martian Dreams $35 

Strike Commander $45 

Ultima 5 $35 

Ultima 6 $40 

Ultima 7 $45 

Ultima Underworld $40 

Wing Commander 1 $40 

Secret Missions 1 $20 

Secret Missions 2 $20 

Wing Commander 2 $45 

Special Operations 1 $25 

Special Operations 2 $25 

Speech Accessory Pack $15 

PARAGON 

Mantis $35 

MegaTraveller2 $35 

Troika $22 

Twilight 2000 VGA $35 

PSYGNOSIS 

Armourgeddon $30 

Atominof*) $30 

Ballistix $30 

Carl Lewis Challenge $30 

Lemmings VGA $30 

Lemmings Additional Levels (’) $23 

Menace $30 

Obitus $25 

Oh No! More Lemmings (*) $30 

OOP 

Solitaire’s Journey $38 

The Lost Admiral $38 

The Perfect General $38 


SIERRA ON-LINE 

Conquests of the Longbow VGA $35 

EcoQuest $35 

Heart of China VGA $35 

Hoyle’s Book of Games, Vol 3 (’) $23 

King's Quest 4 (■) $35 

King's Quest 5 VGA $40 

King’s Quest 6 $45 

Leisure Suit Larry 5 VGA $35 

Police Quest 3 VGA $35 

Space Quest 4 VGA $35 

The Dagger of AMONRA $40 

SIR-TECH 

Bane of the Cosmic Forge (■) $37 

Crusaders of the Dark Savant $41 

Wizardry 5 $30 

SPECTRUM HOLOBYTE 

Falcon 3.0 $47 

Super Tetris $30 

Tetris for Windows $30 

SSG 

Carriers at War $40 

Gold of the Americas (’) $25 

Reach for the Stars $25 

Warlords $30 

SSI 

AD&D Collectors Edition 2 $42 

Dark Queen of Krynn $35 

Dark Sun $53 

Eye of the Beholder $35 

Eye of the Beholder 2 $40 

Gateway to the Savage Frontier $35 

Pool of Darkness $41 

Shadow Sorcerer $33 

Treasures of the Savage Frontier $35 

Buck Rogers: Matrix Cubed $35 

Carrier Strike $44 

Conflict: Middle East $37 

Conflict: Korea $35 

Great Naval Battles $47 

No Greater Glory $40 

Renegade Legion: Interceptor $41 

Western Front $38 

THREE-SIXTY 

Harpoon $29 

Harpoon Battle Set #2 $21 

Harpoon Battle Set #3 $21 

Harpoon Battle Set #4 $24 

Harpoon Challenger Pak $47 

VIRGIN GAMES 

Dune $34 

Heimdall $30 

Overlord $25 

Spirit of Excalibur $30 

Vengeance of Excalibur $30 


■ Both 3V2 ” and 5'/4 " disks included. Order all 
other titles by specifying the proper disk size. 


No-Natne Software • P.O. Box 381463 • Birmingham, AL 35238-1463 

Orders/Info: 800-788-4263 • FAX (24 Hrs): 205-980-1953 • Hours: 9 AM - 9 PM Central Time — 7 Days 
We accept MC, Visa, Money Orders and personal checks (held 10 business days). No surcharge for MC/Visa. 

Orders received before 2 PM shipped the same day whenever possible. 

Shipping rates: UPS: 

UPS: $4 for the first item plus $1 for each additional item. Defectives replaced with the same title. 

2nd Day Air: Add $3 to UPS shipping rate. Alabama residents add 4% tax for hardware & books. 

Overnight: Add $6 to UPS shipping rate. We have lots more not listed. Call our 800 number for a quote. 
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A Convention Report from 
GenCon/OrigIns 1992 


Conference Report 



by Alan Emrich and dbhnny L Wilson 


"What does GenCon stand for, anyway?" 
asked a first-time attendee at what is, per- 
haps, the oldest continuing game conven- 
tion running in the United States, When we 
answered that it stood for "Geneva Conven- 
tion," the attendee laughed at our outra- 
geous pun. GenCon does, however, stand 
for "Geneva Convention." Since TSR, Inc. 
(once known as Tactical Studies Rules, 
but now known as the publishers of Dun- 
geons & Dragons) is located in Lake Ge- 
neva, W1 and both owns and hosts the 
convention (which is held every August in 
Milwaukee, WI), the convention is affec- 
tionately named for its original locale. 
Now, however, it has evolved into a super- 
show for role-playing gamers and, because 
of its rich association with both two large 
active user groups (one for the Atari ST and 
one for the Commodore Amiga), one of the 
most well-attended shows for computer 
gamers. This year, GenCon was combined 
with Origins, the national strategy game 
convention and the mix was special, in- 
deed. 

Origins is sponsored by GAMA (the 
Game Manufacturers’ Association) and 
travels around the country each year. (Last 
year found it in Baltimore, next year it will 
be in Dallas and in 1994 in San Jose). 
Origins began as a wargame convention 



Editor Johnny Wilson schmoozes with 
the foiks at MPG-Net 


established under the auspices of both The 
Avalon Hill Game Company and SPI in 
the 1 970s, but evolved into a showcase for 
the entire hobby. It has not, historically, 
been a strong show for computer gaming, 
but GAMA officials were impressed by the 
computer room showing at this convention 
(though many were confused as to the lack 
of participation from the MS-DOS world) 
and are making plans to have a significant 
computer presence at their next two con- 
ventions. 


Regardless of the past and future, how- 
ever, this year’s convention was a com- 
bined supershow and this was reflected in 
both gamer and exhibitor attendance. The 
exhibitor room itself tells the story. From 
our vantage point at the CGW booth (where 
many readers stopped by and said "Hello"), 
it was easy to see that this was a well-at- 
tended show. While the official figures are 
still to be released from TSR, Inc., our 
estimate of 1 5,000 gamers and 1 50 exhibits 
is probably not too far off. 

Oddly, the number of costumed individu- 
als (everything from guys dressed as bar- 
barians to women in chainmail bikinis) 
seemed to be down from recent GenCons. 
Perhaps the larger-than-expected turnout of 
wargamers put them off, because it cer- 
tainly wasn’t a result of the perfect weather 
outside. 



Origin's Warren Spector and Richard 
Garriott iook iike they partied 
too much the night before 


Each morning as the exhibitor room 
opened, we saw scores of gamers run past 
our booth en route to the FASA booth. 
There, they mobbed each other to pick up a 
copy of Shadowrun, 2nd Edition. White 
Wolfs Werewolf: The Apocalypse seemed 
ubiquitous, as well. AD&D fans turned up 
the heat with TSR’s release of their Al 
Qadim boxed set. This is sort of AD&D 
goes Arab and seemed to be quite a draw at 
TSR’s huge, four-story "castle" booth dis- 
play. Other items of note for the people and 
paper game industry included: new CURES 
modules from Steve Jaekson Games (as 
well as miniatures rules for OGRE) and the 
re-release of Jor«/?e.(expected to be a 1 993 
CRPG from SSI). 

For CGW’s staff, the boardgame that 
captured our attention was Milton 
Bradley’s Battle Masters, a Games Work- 
shop design where players move large, 
plastic miniatures of the armies of Good 


and Chaos over a bedspread-sized terrain 
map. Chris Lombardi proved to be the 
CGW champion at this game, while regular 
reviewer David Wilson defeated his elder 



Alan Emrich & Chris Lombardi 
settle an editorial argument 
with a game of Battle Masters 


brother editor and QQP President Bruce 
Williams Zaccagnino upset on-line editor 
Alan Emrich in a see-saw battle where mo- 
mentum shifted more times than in an NFL 
football game. 

Charles S. Roberts 
Awards 

Normally, the Charles S. Roberts awards 
are formally presented at the show. This 
year, a logistics error forced the cancella- 
tion of the awards ceremony. Some of the 
winners included: 

Best Pre-WW2 Board Game: Alexandras 
from XTR 

Best WW2 Board Game: EastFront from 
Columbia Games 

Best Post-WW2 Board Game: a tie be- 
tween Hornet Leader from GMT and 
Inchon from XTR 

Best Pre-20th Century Computer Game: 

Sid Meier’s Civilization from MicroProse 
Best 20th Century Era Computer Game: 

Secret Weapons of the Luftwaffe from Lu- 
casfilm 

Best Wargame Graphies: Hornet Leader 
from GMT and 

Von Clausewitz (Hall of Fame) Award: 

Mark Herman. 

It’s CG^ Live! 

When CGW first offered a seminar at 
GenCon, it offered a panel of award-win- 
ning designers and garnered an attendance 
of about 20 diehard gamers. It was held 
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directly across the hall from the auction and 
lasted one hour. This year, CGW’s editor 
and on-line editor offered a seminar on 
"Everything You’ve Ever Wanted to Know 
About Computer Games" and more than 
twice as many gamers not only attended, 
but were still asking questions after the 
scheduled 2 hours were over. 

Four years ago, there were only a couple 
of places for gamers to meet other gamers 
on-line and there wasn’t much interest at 
the gaming conventions. This year’s Gen- 
Con proved to be different. It featured 
booths and attendees from GEnie (showing 
the new SVGA Air Warrior and Multi- 
Player BattleTech; the new Multi-Player 
Games Network (displaying their on-line 
role-playing game Drakkar and Empire 
Builder and Operation Market-Garden 
strategy games); Summit Games Network 
(demonstrating their multi-tasking capable 
system for meeting gamers of all kinds); 
and National VideoText (talking up their 
new network with the classic Island of Kes- 
mai as its flagship game). 

Also, four years ago, there were only 
about four computer game publishers pre- 
sent at GenCon. This year, there were 
seven. Many just showed CES demos, but 
some had brand new product to sell and 
others had new products to talk about. Ori- 
gin was selling games, but spent more time 
fielding questions about the much delayed 
Strike Commander than anything else. Mi- 
croProse was not allowed to sell any 
Darklands games because the "street date" 
was the Monday after the show and retailers 


might be upset if the games were sold early. 
So, they showed CES-style videos and 
touted their upcoming Ancient Art of War 
in the Skies (originally a Broderbund 
product). SSI seemed to have no trouble 
getting gamers excited about Shattered 
Lands, the first of their "new engine" 
CRPGs in the Dark Sun universe. 



Emrich and Wilson square off 
at CGW panel ‘discussion’ 


SSG, perhaps the leading computer game 
company in terms of Al, arrived at GenCon 
with more than a pocket full of demos. They 
had the long-awaited Carriers At War 
(IBM) for sale and stated that the Macin- 
tosh version was already working (in color) 
and would be out as soon as they finished 
the black and white version. They also 
promised an improved version of War- 
lords, tentatively entitled Warlords II, early 
next year. 


Electronic Arts elected not to sell games 
at the convention, but demonstrated both 
"pencils" and colored screens of their up- 
coming Space Hulk game (based on the 
Games Workshop boardgame). Car & 
Driver, Black Crypt (originally discovered 
at a previous GenCon) and Lost Files of 
Sherlock Holmes. Other projects displayed 
at the EA booth included: Bard’s Tale IV, 
Ultrabots, Seal Team and Dangerous Jour- 
neys: Necropolis (the first in a projected 
series of computer games based on tbe new 
E. Gary Gygax design from GDW). 

Meanwhile, QQP was selling plenty of 
copies of The Perfect General, The Lost 
Admiral and Solitaire's Journey, while 
talking up their next release, Conquered 
Kingdoms (medieval combat with modem 
play and lots of playability). 

Finally, The Avalon Hill Game Com- 
pany, one of the original sponsors/exhibi- 
tors of Origins, was not only selling 
Computer Third Reich for Amiga and Atari 
ST, but they were selling a new version of 
Computer Diplomacy for those machines. 
[Note: The IBM version in the new boxes 
is still the original version.] 


Two Roads Diverge 

All in all, the GenCon/Origins event 
seemed a stirring success in 1992. The 
question is, "Which convention should we 
attend next year?" Both? cgw 



PORTINIUM® 


Compete with up to 99 players in 
either of two low-cost versions of 
the P.B.M. game PORTINIUM. Play- 
ers compete in a single age on the 
planet of Glacieria with one charac- 
ter, one city and four divisions. 
Fierce battles are commonplace as 
players pursue victory across more 
than 6500 map sectors. 

Save both time and money by play- 
ing either Hi-Tech or Lo-Tech. Mini- 
games, time travel, player espio- 
nage units and indigenous cities 
not available. Cost at game start 
averages $1.33 per game unit, 
(based on initial 6 units received 
with player's first turn output) No 
hidden costs. 

PORTINIUM HI-TECH and LO-TECH 

$8.00 each per turn (2 or 4-wk turns) 


FETIME $26.00 setup fee includes; 198-page Hi-Gloss Player’s Guide, start-up packet, free start-up turn, plus one free turn and subscription to game newsletter 

Write or call for free brochure 


ENCHANTED HORiZONS 


P.O. Box 9897 Spokane, WA 99209-9897 (509) 325-6941 
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The Source for Software, the Guide to Games 


1-SOO-62a-7T79 

Internat'l Fax/Phone: 1-212-624-8228 


HOURS: 10 to 10 EST, M-F ADDRESS: Digital Dungeon 45 Duffield St., Brooklyn, NY 11201 TERMS: We accept money orders, personal 
checks and CASH/CERT C.O.D.'s NO MINIMUM ORDER SHIPPING: We charge by shipping weight/class + 15%. You specify courier, we can 
arrange U.S. Mail, UPS, Federal Express & Airborne Express. APO's are no problem (1st class mail + ins. + 15%) Foreign shipping by weight & 
courier + 25%. N.Y.S. residents add 8.25% sales tax. All products are new and guaranteed. Call for exchange/return policy. 
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□pinion 



H ow many wargamers does it take to 
simulate history? The answers 
range from many to none. For ex- 
ample, one type of wargame is nothing 
more than large scale maneuvers of up to 
thousands of troops and their officers. In- 
stead of bullets and bombs inflicting casu- 
alties, umpires make the decisions as to 
who is eliminated in combat. The 19th cen- 
tury witnessed the development of the “kri- 
egspiel” variety of wargame, which has 
eliminated the need for soldiers. Instead, 
the general staffs issue orders to imaginary 
troops. Then, umpires make the decisions 
as to how the troops carry out the orders and 
their effectiveness in combat. 

Boardgames have done away with um- 
pires, probably because it is easier for a 
Prussian general to order his staff to spend 
their Saturday night doing the paperwork 
for a wargame than it is for today’s gamer 
to find someone stupid enough ... er ... 
willing to perform the drudgery of umpir- 
ing a game. More recently, computer games 
have replaced a player’s opponent with an 
artificial intelligence (AI) routine. In fact, 
several computer games have the option of 
the computer playing both sides, com- 
pletely eliminating any human presence. 

Eliminating the human element from 
simulations is not without its disadvan- 
tages. As has been discussed in CGW by 
Alan Emrich and others, even a very good 
AI program does not play the same as the 
player. The question was raised: what about 
AI to improve play between two people? 
The idea of AI routines to improve the play 
between people reminds one of the umpires 
in the kriegspiel type simulations. These 



umpires were invaluable in handling details 
behind the scenes and helping simulate the 
fog of war, i.e., revealing to the participants 
only what they would be able to know if 
they were in the real situation. 

A couple of years ago, motivated by the 
idea of having the computer perform some 
of the tasks of a human umpire, I wrote such 


an AI program. SPI’s (Simulation Publi- 
cation, Inc.) game, Napoleon at Waterloo 
(NAW), served as a starting point. NAW is 
similar to other boardgames in that printed 
counters represent military units. The com- 
bat strength of a unit is represented by a 
number. Combat is resolved by comparing 
the ratio of the attacker’s strength to the 
defender’s strength. The higher the ratio, 
the more likely the attack is to succeed. 

Playing the game, one finds oneself con- 
stantly concerned with the odds (ratio of 
attacker to defender strength). For exam- 
ple, two attacking units with strengths of 5 
and 4 confront a defender with a strength of 
5. This yields 9-5, or 1-1 odds (rules stating 
that fractions are lost). However, if a unit 
with an attacking strength of 6 is used in- 
stead of the 5, the attack is 1 0 (6-t4) to 5, or 
2-1 odds, more favorable to the attacker 
than the 1-1 odds previously mentioned. 
Consequently, players find themselves 
making decisions that Napoleon or Wel- 
lington probably never made. 

Imagine Napoleon saying, “Send regi- 
ment X into the attack rather than regiment 
Y in the attack against the Hougomont so 
the odds will be doubled.” In reality, Napo- 
leon would have probably known that on 
the average regiment X was slightly more 
effective militarily than regiment Y, but for 
us to believe that he could have been able 
to mathematically calculate the precise in- 
crease in strength is an absurdity. Besides, 
regiment X might be having a bad day and 
regiment Y a good day, in which case that 
day regiment Y could outperform regi- 
ment X. 

Continued on Page 166 
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UtAbilitV the MULTIMEDIA SPECIAUSTS 


Consumer Electronics 


FAX (414) 357-7814 • INFO (414) 357-8181 HOURS: Mon-Fri 9am-9pm • Sat 11am-5pm 


1 IBM 1 

A-lOTankKillerV.1.5 Upgrade .... 

34.95 



Aces of the Pacific 

39.95 









Aliens Ate My Babysitter! 

All American College Football 

29.95 

34.95 







ATAC 

30.95 






Buzz Aldnn s Race into Space .. 

34.95 





Carl Lewis Challenge 

29,95 

Carrier Strike: South Pacific 

39.95 



Carriers of War 

34,95 





Challenge of the Five Realms ... 

34.95 













Comanche: Maximum Overkill . 

42.95 







Conquest of Longbow 

39.95 

Conspiracy: Deadlock Files 

32.95 



Crusaders of the Dark Savant . . 

41.95 










39.95 











Design Your Own Railroad 

34,95 

Disney's Animation Studio 

74.95 







Dragon's Lair 3 

34.95 

Dragonlance Collector's Edition 

42.95 













Eye of the Beholder 2 

37.95 



F-117ANiQhthawk 2.0 

44.95 


F-15 Strike Eagle II or III 34.95/44.95 

F'15 Strike Eagle III Limted Edition .... 44.95 
Fables & Fiends: Legend of Kyrandia . 34.95 

Falcon 3.0 44.95 

Disk 1 • Operation Fighting Tiger .... 24.95 

Fighting for Rome: Cohort 29.95 

Final Conflict 29,95 

Fire King 24,95 

Fire Team 2200 29.95 

Flight Assignment: Air Force 39.95 

Flight Simulator 4.0 39 95 

Aircraft Scenery Designer 29.95 

FlightPlanner 24.95 

Scenery Collection Great Britain 36.95 

Four Crystals fo Trazere 29.95 

Frederick Pohl s Gateway 34.95 

Front Page Supports: Football 39.95 

Gateway J4.95 

Gateway to the Savage Frontier 31 .95 

Gemfire 29.95 

Global Conquest 34.95 

Global Effect 31.95 

Goblins 24.95 

Grand Slam Bridge II 31.95 

Great Navel Battles 42.95 

Expenasion Disk 20.95 

Gunship 2000 VGA 39.95 

Scenario & Missions Builder 24.95 

Guy Spy 30.95 

Hard Ball II or III 29.95/34.95 

Harpoon 25.95 

Battleset 2 or 3 20.95 

Battleset4 25.95 

Scenario Editor 25.95 

Harpoon Designters' Series Battleset , 31.95 

Harpoon Challegner Pak 49.95 

Harpoon Signature Edition 47.95 

Heaven & Earth 29.95 

Heimdall 24.95 

Heroes of the 357lh 31.95 

Hong Kong Mahjong Pro 31 .95 

Hoyles Book of Games 3 30.95 

Humans 24.95 

HyperSpeed . 34.95 

Incredible Machine 29.95 


Indy Jones 4: Fate of Atlantis 37.95 

International Sports Challenge 29.95 


ATP-Airline Trans Pilot 34.95 

B-17 Flying Fortress 39.95 

Bane of the Cosmic Forge 36.95 

Bards Tale III 31.95 

Bart Simpson's House of Weirdness . 29.95 

Baseball 4 / USA Today Edition 29.95 

BaiileChess 4000 29.95 

Birds of Prey 31.95 

Black Crypt 31.95 


Island of Dr. Brain 

... 29.95 














King's Quest 5 Enhanced 

39,95 











Leisure Suit Larry Bundle 1 ,2,3 

39.95 

Oh No! More Lemmings (add-on) . 

21.95 



Links 

.34.95 






Sharif on Bridge for Windows . 
Sherlock Holmes: Lost Files .... 

29.95 

37.95 





Sim Ant DOS/Windows 

Sim City DOS/Windows 

Sim Earth /Windows 

. 29.95/34.95 
. 29.95/34.95 
. 39.95/39.95 





Sound Graphics, Aircraft 

24.95 

Space Quest 4 Enhanced 

Space Quest 5 

39.95 

39.95 


800 - 554-9925 

PO Box 17882, Milwaukee, Wl 53217 


SI MULTIMEDIA SI 

CA LL US FOR OUR CD-ROM TITLE S! 

|cre;ative|h[|||(|^VISIIIN| 


Bayhill/Bouniiful/Dorado/ 

Firesione/Pinehursi, each 17.95 

Links 386 Pro 39.95 

Lord of ihe Rings II: Two Towers 34.95 

Lost Treasures of Ofocom 39.95 

MacArIhurs's War .... 29.95 

Magic Candle II 51.95 

Magnetic Scrolls 34.95 

Manager's Challenge 24.95 

Mantis 34.95 

Mario Teaches Typing 24.96 

Mavis Beacon Typing 2.0/Win .. 29.95/34.95 


Mission Disk 1 or 2 25.95 

Megafortress Challenger 34.95 

Megafortress Mega Pak 37.95 

Megatraveler II or III 34.95/39.95 

Menial Math Games 59.95 

Mercenaries 37.95 

Merchant Colony 34.95 

Michael Jordan Flight 42.95 

Microleague Baseball 4 29.95 

Mig29 29.95 

MighI & Magic III 34.95 

Millenium 2200 24.95 

Mcmopoly Deluxe for Win 29.95 

MS Entertainment Pak 1 ,2 or 3 26.95 

'Nam 1965-1975 29.95 

NFL Pro League Football 44.95 

New Print Shop 34.95 

New Print Shop Companion 29.95 

No Greater Glory 39.95 

Omar Shariff on BridgeAVtn 29.95/29.95 

Orbits 36,95 

Oregon Trail 29.95 

Out of this World 34.95 

PGA Tour Golf 31.95 

PGA Tour Golf for Windows 37.95 

Course Disk for Windows 1 7.95 

Patriot 42.95 

Patton Strikes Back 34.95 

Perfect General 34.95 

WWIIEdilion 21.95 

WWI Scenario Disk 19.95 

Pinball for Windows 29.95 

Pirates of Gold 39.95 

Plan 9 From Outer Space 24.95 

Planet's Edge (286/HD) 34.95 

Police Quest III 39.95 

Pools of Darkness 37.95 

Populous II 37.95 

Power Hits Batlietech 24.95 

Poweimonger 31.95 

PrintShop Deluxe 44.95 

Graphics Libraries: Business 29.95 

Graphics Libraries: Sampler 29.95 

Pro League Baseball 34.95 

Prophecy of the Shadow 37.95 

Pull Putt Joins the Parade 31 .95 

Quest for Glory 2 or 3 34.95/39.95 

Raf in the Pacific 24.95 

Ragnarok 29.96 

Rampart 25.95 

Realms 29.95 

Red Baron 39.95 

Red Baron Missions 44.95 

Rec Nebular 39.95 

Risky Woods 23.95 

Road & Track Grand Prix Unlimit 34.95 

Robin Hood/Conquest of Long Bow ... 39.95 

Robocop 3-D 31.95 

Robospoft for Windows 34.95 

Scenery Enhancement Editor 24.95 

Sea Rogue 34.95 

Secret of Monkey Island II 34.95 

Secret Weapons/Lufttwaffe 39.95 

Expansion Disk 1 .2.3 or 4 1 9.95 

Secret/Silver Blades . 15.95 


SoundBlaster Pro 
MM Upgrade Kit 
Internal $559 

CD-ROM 
Drive Package 

(if you have Sound Blaster Pro) I 

Internal $369 

MEC 

CD-ROM Drives 

Add $79 for NEC XT/AT 
SCSI Interface. 

CnR-84 COR-74 

Internal External 

$545 $609 


• Pro 16 Multimedia 
System Internai 

$969 

free delivery! 


SONY 

CD-ROM Packages 
featuring Sony 31A 

Call for Details! 


CREATIVE 


BLASTER 1 6 * 

~~ • Windows 3. 1 

$'189 SB Pro Com pi 

MEOifl^^visiON 


• 1B-Bit stereo Sampling S 
Playback lor Voice Channel 

Enhanced 4-Operator, 20- Voice 
Stereo FM Music Synthesizer 

• MIDI & CD-ROM Interfaces 

• Windows 3.1, SB & 

SB Pro Compatible 


IMPCI c-iQB 

Mullinicdiu K' V I 


16 Bit /MIDI Interface, 
True 16 Bit Stereo Sound, 
Advanced 20 Voice 
Stereo Syntbesizer, 
Joystick, Amplitier, 
Software - Call lor List! 


MACH 3 Joystick .... 

$29 

MAXX Flight Yoke ... 

$69 

MAXX Pedal - NEW 

$39 


S44 

Hi Speed Adaptor ... 

$19 

CH Game Gard Automatic$30 


Spaceward HO! 34.95 

Spell Craft Call 

Spellcasting 301 34.95 

Spelljammer: Pirates of Realmspace .. 37.95 
Star Control II 34.95 


ADVANCED GRAVIS: 

PC GamePad $21 

Analog Joystick $35 

Eliminator Gamecard $31 

GOLDEN IMAGE: 

3 Button Mouse w/ Driver$19 

— AMIGA 

WIco Ergo Slick $18 ■ 

ADVANCED GRAVIS I 

Switch Joystick S31 

Mouse Slick $59 

GOLDEN IMAGE: 

Replacement Mouse $35 

Optical Mouse + Pad ....$45 


ZOOM 

AMC 2400 internal with RPI $49 

AMX 2400 External with RPI $65 

AFC 2400 Send96/Rec 48 RPI Int $59 

AFX 2400 Send 96/Rec 48 RPI Ext $75 

FC 2400 Send/Rec 9600 Internal $79 

FX 2400 Send/Rec 9600 External S89 

2400 V.42 Send/Rec 9600 with Winfax: 

FCV Internal / FXV External $119/ $129 

9600V.32lnt/£xt $192/$192 

9600 S/R 9600 Inl/Ext $205/$225 

Pocket Modem $85 

V.32 bis Internal/External $209/$225 

V.32 bis Send/Receive 14,400 Int $219 

V.32 bis Send/Receive 1 4,400 Ext $249 


Sut9ra corporation 

SupraFaxModem Internal 24/96 NEW! ,...$59 

2400 Internal w/ Mirror 11 $51 

2400 External $69 

Supra Fa Modem V.32, Ext. alone $219 

SupraFaxModem V.32 bis, Ext. alone .... $279 
with Fax Software, DOS/Win ... $299 / $299 


k: The 25lh Anniversary .. 


Four Cryslals of Trazere 

Gateway to Ihe Savage Frontier .. 






































Tales of Magic: Proph. Shadow 37.95 

Task Force 1942 39.95 

Teenage Mutant Ninja Turlies: Advent 29.95 
Tengen s Arcade Hits 24.95 

Hoi 

Indy Jones 4: Fate of Atlantis 

International Sports Challenge 

Jack Nicklaus Unlimited 

.24.95 

,37.95 

30.95 

.34.95 





Tetris Classic /Windows 

Theatre of War 

Call 

.. 31.95 

Land, Air, Sea CompI 2 

Leisure Suit Larry 1 Enhanced 

.34.95 

34.95 













Tom Landry Football 

..29.95 

Firestone, Bountiful Course Disks ... 

.17.95 

























Twilight: 2000 VGA 




Ultima VI 

..39.95 


,25.95 

















Ultimate Challenge Golf 

.34.95 

Mike Dilka Football 

.34.95 








UlODia 







WarlArri 




Wax Works 








What's My Angle 





.29.95 

PGA Tour Goff 

31.95 

















Wing Commander 
















Wing Commander Deluxe (Wing Comm.. 
Mission Disk1&2) 44.95 

Police Quest 1 Enhanced 

Police Quest 2 or 3 

.34,95 

.34.95 



































.34.95 

1 AMIGA 

[miiiii 



■ 






















Air Force Commander 

34.95 

Romance of 3 Kingdoms 1 or 2 

39.95 

ATAC 








Ball Game 

24.95 

Shadow of the Beast II or 111 

.34.95 

29.95 





















Carmen San Diego - America 

Castles 

36.95 

Space Quest 3 or 4 

34.95 

34.95 















Stellar 7 

21.95 












. 24.95 





Conflict: Middle East 



.29.95 

































Death Knights of Krynn 

.. 31,95 

Treasure of Ihe Savage Frontier 

.31.95 









Dog Eat Dog 

.30.95 

Viking Field of Conquest 

.36.95 





ECO Phantoms 

Ecoquest 

.,24.95 

..34.95 

Where in the ...Carmen each 

Wide World of Boxing 

.. 29.95 
.. 29.95 


Elvira II - Jaws of Cerberus .. 
Eye of the Beholder I or II .... 

Eye of the Storm 

F-15 Strike Eagle II 


Fables & Fiends: Legend of Kyrandia . 34.95 

Falcon 29.95 

Fantastic Voyage 27.95 

Fighter Dual 29.95 

Final Conflict ... 34.95 

Flames of Freedom 29.95 

Flight of Ihe Intruder 34.95 


World Circuit 34.95 

We have 

hundreds of titles^ 
CALL US! 


ORDERING INFO: Specify system. For fast delivery send cashier s check or money order. Personal & company checks allow 14 business days to clear. P.O.’s welcome. C.O.D. charges are $5.00Jn Continental U.S.A, include $5.00 tor 
software orders 5% shipping for hardware, minimum $5.00. MasterCard and Visa orders please include card #. expiration date and signature. Wl residents please include 5% sales tax. HI, AK, FPO, APO, Puerto Rico and Canadian orders, 
please add 6% shipping, minimum $6.00. All other foreign orders add 15% shipping, min $15.00 All orders shipped outside the Continental U.S.A. are shipped first class insured U.S. mail, where available. If foreign shipping charges 
exceed the minimum amount, you will be charged the additional amount All goods are new and include factory warranty. We do not guarantee compatability & version #s. Due to our low prices all sales are final. All Defective returns must 
have a return authorization number. Call (414) 357-8181 to obtain an R.A. # or your return will not be accepted. Prices and availability subject to change without notice. Shipping & handling are non-refundable. We ship the latest versions 
available to us. updates must be handled by end user directly with the manufacturer. Not responsible for typographical errors. In an effort to be complete, some new products may not be available from the manufacturer at press lime. 
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Sprint long-distance 
service just became more 
valuable - up to $140 
more! Now, when you 
switch your home long- 
distance service to Sprint, 
you can select any Sierra 
game, free! And after 
enjoying six months of 
high-quality long- 
distance connections , 
you'll receive a second 
Sierra game or one 
month of free long 
distance service.* 

Only Sprint can offer 


you a nationwide 100% 
digital, fiber optic 
network that provides 
the long-distance quality 
and reliability you need. 
Experience for yourself 
Sprint's "pin-drop" clarity 
that makes both your long- 
distance calls and PC 
data transmissions crystal 
clear and error free. 

But unsurpassed call 
and data clarity is just 
one of the many 
benefits you will enjoy 
as a Sprint customer... 


Save 20%, 25% 
Even 30% over ATT 
mth Sprint PL(/S=^“ 

When you spend as 
little as $20 a month 
on long distance, you 
will receive automatic 
discounts of 20% over 
AT&T's basic rates on 
evening, night or 
weekend direct dial 
state-to-state calls. 
And 10% savings on 
your direct dial 
daytime calls. Spend 


more and you'll save 
more - as much as 
30% - without any 
monthly fees or 
calling restrictionsit 
No matter what your 
home long-distance 
needs are. Sprint has a 
service or calling plan 
that's right for you. 

Save on Long 
Distance When You're 
Away From Home, Too 

Sprint's FONCARD^“ 
travel card lets you 




y Distance and Get Two Sierra Games Free!* 


continue to take advan- 
tage of clear calling and 
savings even when you're 
away from home. Plus 
FONCARD is free, with cards 
available to every member 
of your 


■The Service 
You Deserve 


At Sprint^we make no 
compromises when it 
comes to dependable, 
personal service - we do 
it all: operator services, 
directory assistance, 
customer service, even 


instant credit for wrong 
numbers. And we do it 
24 hours a dayl^^K 


service you want while 
getting two Sierra games 
you enjoy? 







Your satisfaction isl 
guaranteed: we'll pick up 
the cost of switching your 
long distance to Sprint, 
and will even pay to 
switch you back if you 
are not completely 
satisfied. (Some 


1 - 800 - 767-4547 
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restrictions apply.) *0ffer valid only in the U.S. and for new Sprint customers. Not valid for FONCARD - only orders. Certain 

So why not sign up for apply- rtee month is up to $25 usage on 4th month invoice. 

Sprint and receive the ^Rate comparison based on Sprint PLUS rates (8/1/91) vs. AT&T basic state-to-state rates (7/1/91). 

clarity, savings and 
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To simulate these vagaries of combat 
strength, my A1 umpire randomly (and se- 
cretly) adjusts the combat strength up or 
down 1 point, or sometimes makes no 
change to the printed strength. Thus, the 
unit that has 6 printed on it may be a 5, 6, 
or 7. Similarly, the unit with 5 printed on it 
may be a 4, 5, or 6. This means that if the 6 
is a adjusted to a 5 (having a bad day) and 
the 5 is adjusted to a 6, the 5 is actually 
stronger than the 6. The net effect is to have 
the players stop counting numbers and sim- 
ply send their troops into battle knowing 
their approximate strengths (and fervently 
hoping their troops are not having a bad 
day!). 

Another feature of the NAW boardgame 
is the concept that armies become demor- 
alized after losing a certain number of their 
forces. Realistically speaking, armies do 
not fight to the last man, but rather, break 
after reaching a certain loss. In NAW, an 
army is demoralized after losing 40 
strength points. Consequently, if the Allied 
player sees that the French army has lost 39 
points, he will make maneuvers and attacks 
that he would not otherwise make if he can 
be assured that his attacks will result in the 
French going over the limit and becoming 
demoralized. 

Imagine Wellington ordering, "Move 
everybody forward. After our attacks the 
enemy will be demoralized and unable to 
mount a credible counter-attack." Instead. 


Wellington would have only a general idea 
when the French might break. Therefore, 
my AI umpire was programmed to keep 
track of the total eliminated "hidden" 
strength points. When 40 points were 
reached, a player would be informed that 
his army was demoralized. Because the 
umpire keeps track of hidden points, play- 
ers have to do more guessing than counting 
as to when the enemy will break. For exam- 
ple, suppose the French had lost 7 units with 
a total printed strength of 32. The actual 
(hidden) value could be as little as 25 or as 
much as 39. Most probably, the total is near 
32, but not 32. The result is that the a player 
can have only an approximate idea when an 
army is close to being demoralized. 

The AI umpire was assigned other tasks. 
For any combat, it totals the forces in- 
volved, calculates odds, does the computer 
equivalent of rolling a die, looks up the 
result and informs the players. The players 
are told only the result, not the odds or any 
information that would allow them to de- 
duce actual combat strengths. Housekeep- 
ing tasks such as saving games and listing 
eliminated units are also taken care of by 
the program. 

While the program has several advan- 
tages there are some disadvantages. One is 
that to play the game, you need a table set 
up next to your computer. Another is that 
the program was somewhat long to write: 
over 1000 lines. The program was written 
in a version of Prolog called PDC Prolog, a 


relatively high-level language. In a lower- 
level language such as C, the program 
would have been significantly longer. 

Additionally, even though I have person- 
alized the AI umpire in this article, in the 
program the AI umpire does all its work 
behind the scenes. For the average user, the 
program is simply doing its job rather than 
being an AI program. I am reminded of 
some of the routines in SSI's Second Front 
game. For example, the computer resolves 
battles between the Germans and the Sovi- 
ets, keeping track of individual guns, tanks 
and airplanes. Is this an example of the 
computer simply doing its job or being 
"artificially intelligent?" One pundit has 
defined artificial intelligence as being the 
computers ability to do the things people 
can do but computers cannot do. 

Finally, my program was intended for 
face-to-face play. It would have been useful 
for the program to handle electronic play- 
by-mail, doing such things as helping to 
create the files needed to send another 
player via modem. Some of the files sent 
could allow the other player to print maps 
showing unit positions before and after 
moving. 

In any case, the AI routine creates a simu- 
lation where the decisions of the players 
more accurately reflect the decisions of Na- 
poleon and Wellington. Also, the AI um- 
pire does not mind working on Saturday 
nights. CGW 


PLAY BY MAIL 
PRINTOUTS 
LIKE THIS 
EVERY 



THE NEXT EMPIRE 

...the only game that aends you 
fabulously detailed maps like 
this one, showing your fleet's 
sensor views every turn ...along 
with clear, complete stats on 
each starship you design, build, 
and maneuver Individually using 
up to 21 different onboard 
systems. ..pius status 
reports on star- 
bases, probes and 
asteroids you 
control I 

The Next Empire 
Is a completely 
computer-moderated 
game, over 6 years 
In the making. 

Each universe Is 
a unique, complex 
gaming environ- 
ment populated with 21 alien 
players Itching to blow the hulls 
off anyone who gets in their way! 

• $7.50 per turn; no hidden fees 
or double turns 

• fast game (two weeks per turn) or 
slow game (three weeks per turn) 

• clear, concise rules; our complexity 
comes from your gaming freedom 

• FREE SET-UP AND RULES! 


Recently voted t1 PBU 
game In a nationwide 
player magazine 
survey I 


Reality Simulations, Inc. 

P.O. Box 22400 
Tempo, AZ 85285-2400 
(602) 967-7979 
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ORDERS ONLY: 


DISK-COUNT 

SOFTWARE 


800 - 448-6658 

PRODUCT INFO & OTHER BUSINESS: 

908 - 396-8880 
FAX: 908 - 396-8881 


MASTER CARD, VISA, 
DISCOVER, AND 
AMERICAN EXPRESS 
ACCEPTED WITH NO 
SURCHARGE. 

SHIPPING IS ONLY 
$4,00 PER ORDER, 


LOWEST DELIVERED PRICES! WE WILL BEAT ANY ADVERTISED PRICE* * 


LiDoxing 
ATrain 39 

A320Airt)us 52 
ABC Wide Wo(1dBox30 
ABPABasebdl 25 
AcesofltiePadfic 39 
AcdonStations 29 
Addon Disk2245 14 
AD&DCollectEd2 44 
AdvofWillyBeamish 37 
AlgeBlasterPlus 30 
AlgebraMadeEaw 25 
AmariltaSlimDearCh32 
AmeiicanGladiatDis 25 
AnimalionStudio 65 
Aradnophotja 19 
Are We There Yet? 1 8 
Armada 2525 30 

Aubmap 49 

AulomapEurope 74 
B-17FlyingFo(1rBSS 39 
BacktotheFuture3 25 


Bane Cosmic Forge 36 
BatbieDesign 16 
BarbieFashon 25 
BarbieAdventure 25 
Bart Simp House/Wei(d30 
BatUech^lalvers.) 30 
Baltlechess2 31 
BaWelsIe 32 

BaWesof Napoleon 31 
Baffledoim 31 

Battletech2 19 
BerenstainBearCnt 17 
BerBnstainBearColor25 
BerenstainBearLetlr 25 
Bic^ Poker 37 
BiHEIIiottNASCAR 30 
BirdsofPrey 32 
Blitzkrieg 29 

Bloodwych 25 

Bo Jackson Baseball 30 
Bodworks 42 

Bug^nny WorkShp 3 1 
Ca^ainComic2 15 
CartLewisChalenge 29 
CarrierSIrike 42 
Carriers atWar 37 
Casino Pack 1 32 

Castes 36 

NorthemCampaign 19 
CastleolDr.Brain 30 
CalhyDailyPlanner 43 
Chaling Ancient Empr30 
Champions 38 
ChampionsolKrynn 20 
Checkmate 34 

ChemistryWoiks 38 
Chessmasler3000 32 
Chessmastr3000Win38 
ChildrenWrit&Publ 39 
Chip 'n Dale 15 
ChuckYeagerCmbt 38 
Civization 39 

Civilization MPE 47 
ComicBookCreatOf 17 
Conan:Cimmerian 30 
Conflict: MidcHeEast 32 
ConflictKorea 37 
ConquestLongbow 39 
ConquestdComelot 1 9 
Corporation 31 

OirneWave 37 
CrisisintheKremlin 39 
Crossword Magic 32 
CruiseloraCcxpse 33 
DaflyDuckP.I. 15 
Dag^olAmonRa 39 
DarkOueenofKrynn 32 
DarMaids 39 

Darkseed 39 

DaikSun 50 

DeathKnightsKiynn 32 
Deixe Paint Animation85 
DeIxePaintllEnhncd 85 
Design YrOmHonie39 
Desi^YourRailroad 35 

25 

DisneyEntertain. Pack47 
Dr.Quandry 31 
Dragon’sLair 25 
Dragon'sLair2 37 


ur.angecst 
Tale:QueaGold 1 5 
Duerk Baseball Encyd 20 
Cine 29 

DuskoftheGods 38 
DynamixBundle 39 
EariWeaver2 20 
CommisionerDisk 12 
Players Mgr. Disk 12 
Eartiguest 37 

EooPnantoms 31 
Eco-C3uest1 34 
&x>Sauis 25 
ElitePlus 31 

Elvira2Jaw^Ceibeis 42 
EntrPakWin1,2or3 28 
EyeolBehoWer 32 
EyeofBeholder2 38 
EZCosmos 42 
F-14Tomcat 19 
F11 7aStealth Fighter41 
FactsinAction 31 
Falcon3.0 45 

OperRghtingTiger 
FamilyTree Maker 42 
FarSideCalendr 49 
FarmCreativityKit 1 7 
FemmeFatafe 26 
F.F.DataDisk 21 
FighCngforRome 29 
FinalConflid 29 
FlamesofFreedom 31 
Rightoflntruder 37 
RightSimulator AT.P. 37 
Right Simulator [M.S.)41 
Ardt&ScenDsgn 28 
CalilDmia 37 
RightPlanner 25 
FSPro 24 

GreatBrilian 37 
lnstantFacilityljx.26 
Instrument Pilot Seen. 
East or West U.S. 59 
ScenerySetA 37 
ScenerySetB 37 
Scenery EnhanEd25 
Sound&Graphics 25 
Tahiti 19 

Western Europe 19 
Floor13 15 

RyGrandCanyon 37 
FourCtwtalTnazere 32 
FreeDC 37 

GlobalConquest 37 
GoSher 29 

Gods 25 

GoldoftheAztec 31 
Gold Sheet Pro FB 37 
GrandSlamBrdge2 31 
Great Naval Battik 44 
Gunship2000 1 / 36 
GuySpy 29 

Hardball3 35 

HareRaisingHavDC 29 
HarpoonCtiallenge 42 
Ha/jxMnSignature 44 
HeadlineHarry 37 
Heirndal 19 

Herosof357th 32 
HoleinOneGolf 22 
Hong Kong Mahjong 32 
Hoveriotce 31 

HoylesBkGame1/2 22 
Hcyles BookGame 3 30 
lndIanaJones4 27 
JackNicklausSignatr 42 
J.Nick.Crse3,4or514 
J.NicklausClipArt 17 
Jetfighter2 39 

Adv. Mission Disk 19 
JimmyConnerTennis32 
Jobhunt 30 

John Madden 2 31 

KidPix 35 

KidWotks 29 

WngsQuest Bundle 39 
KingsQuestlVGA 37 
King'sQuest5 42 
KnowledgeAdventure 47 
Konami NFL Football 30 
LafferUtilityDOS/Wn 22 
LeatherGod Phobo2 42 
LegendolKyrandia 35 
Legion'solKrBlIa 37 


Leisure SuilLarBndl 39 
LeisureSuitLany5 37 
Lemmings 29 

OhNoMoreAdd-on 22 
Lemming-Oh No Mor 3 1 
LEigtereur 37 
Lexictoss 25 

Life and Death 2 22 

Lhks 36 

Links 386 Pro 39 
LinksCourseDiskea 16 
order 3 or more (ea) 15 
LooneyTune Pml/Pty 1 9 
Lord of Rings 2 37 

LostAdmirai 35 
LostRlesSheriockH 41 
LostTreasurlnfooom 42 
LostTreasures2 29 
MagicCandle2 38 
Mam St. Creativity Kit 17 
Manhole 31 

Marrlis 

Martian Memomdum 32 
Manrin Moose 1/2 31 
MathBlasterMydery 29 
MathBlasterPlus 29 
MathRabbit 25 
MathZone 31 

MatrixCubed BRogr 32 
Mavis BeaconTyping 32 
MavisBeaconWind 38 
McGeeatFunFair 25 
MeanStreets 19 
Mechwatriof 19 
Medieval Lords 38 
MegaFortress 26 
Mission Disk 27 
MegaTraveller1/2 37 
MegMan3 17 
MerchantColony 31 
MetroGnomesMusic 31 
Mickey ABC’s, 
Co(oror1-2-3's 25 
Mickey’sCrosswond 19 
Mickey Jigsaw Puzzle31 
Mickey ABC Combo 37 
MicroCookbook 31 
Microleagu4Basebal39 
MicroleagueF,B.DIx 42 
Midnightitecue 30 
MightandMagic3 38 
Minennium2™ 25 
Milliken Storyteller 32 
MikeDitkaLJItimtFB 37 
Mixed-UpFairyTales 30 
Moonbase 25 

Murder 29 

Mutanoid MathChIng 3 1 
NFLPnntPro 17 
Nigel'sWorld 31 
NinjaTurtle Arcade 25 
NinjaTurtle:Adventr 31 
Noounaga'sAmbition 37 
NoGreaferGlory 42 
NumberMuncher 30 
Obilus 29 

OmarSharif Bridge 37 
OperationNeptune 35 
Orbits 29 

OregonTtail 28 
OnceUponTime{ea)30 
OutofTnisWorid 36 
Outnumbered 30 
Overtord 30 

Padficlslands 31 
Paperboy2 27 

Paltiol 43 

PCGbbe 39 

PC USA 31 

FC Study Bible 90 
PenthouseJigsaw 26 
PerfectGeneral 36 
PerfedGeneralData 22 
PGATourGolf 32 
PGAGoflWmdows 38 
CourseDskDOS/WInl 9 
PGAGdfComplete 49 
PhonksPlus 25 
Pinbal 29 

Pitlighter 22 

PlanetsEdge 37 
Playraomw/Srxjnd 31 
PoliceQuest3 37 
Poolsol Darkness 38 




opu 

Pemermenger 32 
Prindplesot Biology 25 
PtindpleofCalculus 25 
PtindplesofChemistiy25 
PrintShop,New 36 
PiintShopCompanion 3 1 
PiintShopGraphicea 22 
Qu^forGloiy 1 VGA22 
RairoadTycoon 32 
Rampart 26 

Ranckxn HseEncydp 62 
ReaderRabbit 31 
ReaderRabbit2 37 
Read'nRoll VGA 31 
RedBaron 39 

Reakns 29 

RidersofRohan 31 
RiskforWindows 29 
Road&TrackPresent35 
RoadtoRnalFour 37 
Robosports Windows 37 
Romance 3 King 2 39 
RorkesDritt 34 

RulesofEngagementV 
ScrkibleD^e 30 
SoirbleDeluxeWm 30 
SeaRogue 29 

SecondFront 38 
Secret Monkey Is, 2 38 
SecretWeapon Luftwf42 
Domier335 20 
P-38 Mission Disk 20 
P-80ShootStar 20 
Heinkel162 20 
Sesame Si LeamClas31 
Sesame SJ. Publisher 25 
SesameSlVol.1 17 
Sesame St Vol. 2 17 

ShadowofProphecy 30 
Shanghaili 31 
Shuffle 36 

SierraStarterBundle 39 
SilentSen/ice2 37 
SimAnt 35 

SknCity 30 

SimCityGraphicfea) 22 
SimCityWmdow 37 
SknEarBi 41 

SimpsonAdventure 31 
Snoop/sGameClub 29 
SolitalresJoumey 35 
Space Ace2BoifRev.36 
SpaceOuest Bundle 39 
SpaceQuest4 37 
Speedball2 25 
SpeediBaderDCW/in3 1 
Spel-a-saunjs 30 
Speftxxjnd 31 
Spellcasting 201 42 

Spell-itRus 30 
SpelLlammer Pirates V 
SpiritofExcalibur 30 
SportsAdventure 47 
Sprout! 39 

StarControl2 37 
StarTrek25thAniv. 37 
Stickybear MathTutor 30 
SflckybearPre-SchoolOO 
StidqibearReadTutorSO 
Stickybear SpellTutor 30 
Stomn AcrossEurope 38 
Strip Poker3 32 


ussaaddonjea) 1 5 Prince Pars 
TopGunDogfightSiml29 PrivatePidL 
Tracon2 31 RairoadTyt 

TraconWndows 37 RedSlnrVCi 
TreasureMountain 31 ReferenceL 
TreasureSavagFrDntr32 Shatepear 
Treehouse 35 Sheilocktk: 

TrumpCastle2 31 SleepingBe 
TrumpCastle2Delx 42 SoMuimSc 
Twilight2000 37 Sophisticald 
Ultima7 47 SpaceOue.. 

UltimaTrilogyl 37 SpiritofExcalibur 
UltimaTtilo®2 47 StetPack 
UltinnaUndenvoild 47 Stellar7 
Ulliabcte 37 SlrangeBet 

UnchartedWaters 42 StreeTAIias 
U.S. or World Atlas 49 TrmeMagA 
U.S.orWoridAtlasWn49 TimeTafle 
VforVictory#1/#2 44 TimeTable: 
VegasGamesWind. 19 Ultima 1-6 
VengeanceExcafcur 30 UltimateBa! 
WartxrJs 31 U.S.Allas 

Wyn Gretzky Hcky2 35 VmlageAlot 
Western Front 38 WidRares 
Whafs My Angle 30 WngComr 
WheresCarmenSanDiego WingComrr 
inAmerica’sPast 36 Women ink 
iiEurope 30 World/Ulas 
inTime 30 WoridView 

inUSA 30 WrathofDe 

inWotIdDeluxe 49 
WildWheels 32 Cad[fes$7.' 
WngCommanderDtx 49 ■■fnill 
WingCommandef2 49 
SpedalOperDisk 25 
S^® 15 

WizanjfvTnlogy 31 
WordMuncher 30 AflwDarkk 
Wordliis 29 

WotldClassSocoer 26 
WriterRabbit 30 «*menu 


PiincePersic^am’6562 Pacroli 




■ SOUNDCARDS 

I VI :tNnR*:raer?:a';(i 


ReferenceUbrary 80 PCPaintbtiish4 59 

Sletespeae 37 PCPaintbrush4+ 114 

Sher1ockHolmeCnslt42 PCToob 109 

SleepingBeauty 37 PeachtreeBa^ 75 

SoMurmSoftware 59 PF&FirstChoioe 75 


72 ATlStereoF/X 
ll VGASIerB0F/X1MB 369 
,5? CovoxSodHasterll 145 


Audio Port 

CDPC 

ProAudioSi 


SophistkaldSantaFe 45 PF&FiistPublisher 75 

S^Quest4 37 PF&WmdowWorks 75 

S^Excalibur 37 PresenlalionTaskFrol 1 9 gcr 

sSPack 83 PrintShop 36 

Stellar7 37 ProcommRus2.0 69 

SlraigeBedfellcwrs 39 Procomm/Wndow 82 CnnndBlasler 99 

Ri SoundBlasterMCA219 
;nmeM^rr^129 ^ 61 Snd Blast Pro MCA 279 

TmeTafleofHrstoryeg Q^3 46 sound BlasterPro 189 

TimeTableScrence 59 QWM _ 49 sBMuflimediaKit 560 

S.6.CD-FIOMIntemffl360 


Ullimal-6 59 Quicken5.0 45 

UltimateBasketball 35 QuickenforWindow 39 429 

U.S.Allas 42 QuickenQuickPay 39 375 

559 

Wild Places 45 RrghtWrter 57 <y3FAKFR^9tw*kxi 2ft 

WngComm&Miss 60 SitoDOSorWn 59 P^'fa^HZ.^inieiaed 2H 

WingComrrVUItima6 60 SoftwareCarousel 55 

WomeninMotion 39 Stacker 79 MidiakT 

WorldAtl^ 42 Stackerw/16BitCrd179 PCMidiCard 79 

WoridView 35 Supetkrr 79 MQX-32 1 79 

WrathofDerrxxi 32 TurboCaddv2.0 79 MPLHPC 135 

WordPetfct5.1/Win 249 MPLHMC 245 


MIDIINTERFACE 


World Atlas 
WoridView 
Wrath of Demon 


Cad[fes$7.95ea.3/$19 Windows3.1 
WinfaxPro 


79 PCMidiCard 79 

79 MQX-32 179 

79 MPLHPC 135 

49 MPLHMC 245 

92 CakEwaMpprsntice 1 45 

74 The Miracle 325 


MIDI SOFTWARE 


YourPgsnRranSA^O 

iSSTCrollerBicyazTs 


StudywareforACT 30 
StudywareGMAT 30 
SludyvirareGRE 30 
SturMivareLSAT 30 
Stur^areforSAT 30 
Stuntlsland 37 
Sunrxnoning 38 
SuperMunchers 30 
SuperSpeilacopter 22 
SuperTetris 31 
Tankfnewversion) 37 
TeamVankee 37 
Tengen's ArcadeHits 25 
Terminakx 35 
Temiinator2 37 
TetrisClassic 28 
TheatreofWar 3l 
Thunderhawk 25 
Tom&Jeny 15 
ToryLaRussa Baseball 7 


3DConstrct/CastlMst62 
AlohaHawai 45 
AllasPack 59 

American Bus. Phnbk.39 
Amer.Hert. Piet Diet 75 
Audubon'sMammals 37 
Barney BearGoesS(hl26 
BalikCSesigns 45 
Battecfiess 49 
Beethoven Ninth 59 
BibleUbraty 49 
Bookshell 129 

BritanicaFamilyChce 75 
BritannicaFamrlyDr 59 
BusinessMaster 39 
CarmeninWorldDIx 65 
CautiousCondor 45 
CDGamePack 55 
CollectCIAWor1dFact39 
ComptcmEncyclpdia 409 
ConquestLongbow 37 
Corel Draw 429 
ElectronicCookbook 75 
Font Master 39 
FoodAnalyst 49 
GkneCofletition 45 
GameMaster 39 
Golden Immortal 28 
Gunship/Midwinter 62 
llustraeriShakespef 27 
Inter Bus & Econ Atlas39 
IntrotoGameFrench 79 
IntrotoGamesSpan 79 
JonesinFastLarie 37 
KingsQuest5 42 
LanguagesofWotid 99 
Learn toSpeakSpan.eg 
UbraryofFuture 99 
Loom 39 

M-ITankPlatoon 62 
MacMillian Child. Dict.49 
Manhole 49 

MagazmeRack 45 
Maiteting Master 39 
MavisBeacon 39 
MIG29/MIG29M 62 
Mixed Up MrXherGse 37 
MSDOSArchK/es 35 
PC-Pix(AdultsOnly) 65 
President ItStartGrol 05 


H16 Miracle 3 25 

386Max 61 ^ 

AboveDisk 61 AppointMousePenPro70 Balade 

AdobeTypeManager59 CHRollerMouseSiial 85 BandinaBox 69 

AfterDarkforWndow29 Microsoft Mouse 85 Cadenza 129 

AIType 47 MousemanSerial 69 CfflrEwak 95 

AulDOBskExploiEr 119 MouseSystemsPC389 CakewakPro 169 
Autemenu 37 MouseSyslTrackbal59 CakewdkWmdow 240 

Barmermaria 22 TiackmanSerial 79 CopyistApprente 95 

CalendarCreatOT'i' 55 Cop^Pre/OTP 245 

CaibonCopy 115 Drummer 69 

^R^Vrus 84 KSnefln139 ^ . 3^9 

^ 39 MaxFax9624FxMll15 §1 

CopyllPC 35 349 M^ebl^iacksPro 249 

Corel Diawv3.0 379 BI4S44 410 MusicPrinterPlus 419 


DalaEasePeisonal 68 
Desqview2.4 79 

Desqview386 125 


§3 piaciital'Peiiph^ 07? 

PM2400lnlemal 129 ™ 

125 PM2400Extemal175 
ic Spoi1ster2400Ext. 149 
33 Sportster2400lnt. 129 3^ 

21 Spoi1str14.4v.42bis309 
Iq ZoomExlemal 67 Tiaxfo^ndows 


DRDOS6.0 65 

^^PubUsher 99 zoo^Extema 

F^Calendar 49 

Fontrrxmger 92 

GeowoiksPio 119 Microtek600( 

Grammatik5 57 Microtek600; 


Fontrrxxiger 92 a ofl 

GeowoiksPio 119 Microtek600G 829 Stl9,^S^3Aulo31 

Grammatik5 57 Microtek600Z 1359 3^1J 

Hi^ 99 MiCTOtek1850 1499 @“"nalw^HzCrd2 

InloSelecI 87 Scanman32 1 60 

LaiiguageAssistant Scanman256 265 ?1 

Fr.,GrTfeb.,ltal.,Span. 42 Scanman256MCA349 18 


lapiinKrth'ro 99 ■ndnrarrTTT^B KtsHThurxieistick 28 

LoiusWoiks 89 MaxxFIightYoke 69 

MicrosoftQuickBasic65 DustCovers 15 f^Pedal , 39 

MicrosoftQuickC 65 GroundedWiistStraps 9 MoiiSeYoke 32 

MoneyCpunts 27 Keytx^Skins 15 QuickshotAviator5 32 

47 S&Pacfe QuickshotGameCard14 

MSDOS5.0Upgrd 62 Large-System 15 Quickshotlntftjdef5 30 
Norton Desktopv2. 95 WiistPads 8 QuickshotWaTior 18 

Nor1onDesl^LIOS115 Stax(DustRepeflent) 5 Thiustma^Flight 69 

Norton unities 111 StatxCompleteCleaning ThiustrnaslerPro 109 

OneWriteAcd. 100 System 15 WeaoonsContiol 79 

Hours: M-F 9AM to 8PM Sat 10AM to 3PM 
Store Hours: M-F 9AM to 6PM Sat 10AM to 3PM 
Store: 1060 Randolph Ave. Rahway N.J. 07065 

TERMS AND CONDITIONS 

Master Card, Visa Anrerican Express & Discover Accepted. No' 
Surcharge on Credit Cards. By mail : P.O. Box 3, Carteret, N.J. 
07008. All Sales Are Final . NO REFUNDS! F.xchange on defective 
merchandise with the same item only. No exceptions. All 
Products arc itgw. We do not guaientee compa lability. Shipping 
charges: 48 contiguous states, $4 per order. Alaska, Hawaii, 
and Puer toRico$lOlstpc., $iea. add. AI>0/FPO and P.O. Boxes 
$6 1st pc. $1 ea. add. Canada $8 1st pc. $1 ea.add. Heavier I 
items extra. Foreign orders call for sliipping charges. N.J.j 
Residents add sales tax. Call for current price and I 
availability. GOVERMENP AND SCHOOL P.O. 's WELCOMED. **£)oesnoC ' 
include closeouts, liquidations, or limited quantities and 
product must be shipping, for your protection, wo will only 
ship to the address the credit card company has on file. 


27 Keybi^Skins 15 Quicksh(3tAviator5 32 

47 S^Paefe Quicksho(GameCartl14 

1 62 Large- System 15 Quickshotlntiudef5 30 
, ? Ouickst»tWaniix 18 

>115 aax(DuslRep^tent) 5 ThiustmasterFlight 69 
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Our Keys To The Future. 

The Computer Learning Foundation® 

We’re helping you put kids on computers. 


Kids are the key to America’s future. 

And computers are the tools of their 
times. By the year 20 1 0, virtually every 
joh in America will require some use of 
technology. That means we must pre- 
pare all of our youth today to take on 
technology tomorrow. 

Computers benefit children today. 

Computers can enhance children’s 
learning and unlock their creativity. 
They can help children be more produc- 
tive and develop better communication 
skills. Plus, children love using com- 
puters, so children maintain a positive 
attitude toward learning. 


The Computer Learning Foundation 
helps parents and educators 

The Computer Learning Foundation 
is an international non-profit founda- 
tion taking the lead in computer literacy 
efforts. We are here to help parents and 
educators with the information and re- 
sources they need to help our children. 

We have involved millions in dis- 
covering the benefits of technology. Our 
Computer Learning Month® in October 
is a focus for thousands of community 
and school programs. 

In addition, our lesson plan books, 
resource guides and information books 
help thousands of parents and educators 
each year use technology with children. 


Write to us today. 

We’re here to help you . . . 

Help kids key into computers . . . 



For more information, write to: 

B Computer Learning Foundation 

P.O. Box 60007 

Palo Alto, CA 94306-0007 


The Computer Learning Foundation® is a non-profit educational foundation funded by corporations. 

Corporate Partner: Sega Youth Education & Health Foundation Corporate Associate: IBM Corporation-EduQuest 

Principal Sponsors: Apple Computer, Inc. Egghead Software Microsoft Corporation T.H.E. Journal 

Computer Gaming World Electronic Learning PC Home Journal Teaching K-8 

Curriculum Product News Media & Methods Scholastic Software,™ Inc. Technology & Learning 




Your favourite game has never been more excitirq. 
NOW! With the Sound Galaxy BX II, bring yourself to 




Sensational sound effects with 4 watts to power 
your speakers or headphones! 

With a flo od of muttiaoMHa, education. 




need the full power ^ 
BXII! 


CALL US TODAY! 




Microsoft 

Windows 

COMPATIBLE 
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CARRIEltS AT WAR 

hy Roger Keating and Gregor Whiley 


V ery early on in the design process of CAW, we at 
Strategic Studies Group had to make crucial deci- 
sions about the form of the Artificial Intelligence 
system that the game would use. Most strategy games are still 
played against a computer opponent, but these computer 
opponents are usually not strong. Their play is often stereo- 
typed, and becomes predictable after a few games. Even 
worse are games where, through rigidities or deficiencies in 
design, a human player can 
completely avoid the spirit of 
the rules, and develop tech- 
niques for an easy and guar- 
anteed victory. 

While our own games are 
recognized for their strong 
A1 systems, we were very 
aware of the limitations in- 
herent in our current AI de- 
signs. If we wanted to 
achieve significantly greater 
results, it followed that what 
we really needed was a com- 
pletely new method of pro- 
gramming Al systems. 

Before explaining the de- 
sign process, the fundamen- 
tal behavior of computer AI 
should be explained. Imag- 
ine the AI system as sitting below a hex grid. Any time it likes, 
it can select what it wants to look for and then look up through 
the grid. What it ’sees’ is a field of numbers. It can select some 
of these numbers, and store them or manipulate them accord- 
ing to some rules. The computer never ’sees’ a complete 
setup, nor can it recognize patterns like front lines, or concepts 
like flanks. The best it can do is collect its numbers, and 
process them in accordance with its rules. Hopefully this will 
produce decisions which make it appear as though the com- 
puter ’knows’ what it is doing, and that it has ’recognized’ the 
front line or other strategic concepts. 

The first part of the design process is to decide which 
numbers the computer will use. Even more important is how 
these numbers are stored, and the relationships allowed be- 
tween them. Mistakes at this stage of the game design can 
cause massive problems later on in the design process. The 


database will inevitably be amended several times, but if the 
fundamentals are not correct, then the game will be limited. 

To use one of our games as an example, the AI in Warlords 
is limited in a few instances by the structure of the database. 
Some computer games still seem to be developed to a beta test 
stage before AI is even considered. This approach must lead 
to fundamentally weak intelligence. 

The second stage of the de- 
sign process is to develop the 
mechanical utilities that the 
game will use. In Carriers At 
War, these are the movement 
and combat systems. SSG has 
developed a generalized 
movement system, which can 
derive an optimum path be- 
tween any two points on a 
map. Appropriate conditions 
are simply fed to the system. 
Planes have no movement re- 
strictions, ships aren’t al- 
lowed on land, or to move 
across shoal hexsides, and so 
on. The AI designer will rely 
heavily on the fact that on be- 
ing told to go somewhere, 
units will make the best deci- 
sions. 

To continue to valiantly criticize our own games, the com- 
puter’s complete lack of interest in naval movement in War- 
lords came about because the terrain database was not 
structured correctly. This meant that the movement routines 
in Warlords could not be optimized. With our new routines, 
these problems are completely solved. 

It is important that the routines should not know whether 
they are moving a computer or human controlled unit. Some 
games force human controlled players to move hex by hex. 
Not only does this mean unnecessary work for the player, it 
means that the computer’s moves will probably be weak, or 
that the game designer will be forced to relax the rules for 
computer movement and allow it to ’cheat’. 

The third and most important step is the actual method by 
which the AI decisions are generated. In CA W, this process is 
a unique system which we have called WarRoom. 
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MS-DOS Simulation 
Software 

MembershipPriceslistedonly. 
Please Callfor Non-Member 
Pricing!! 

+ + + + + + + -«' + + -f + + + 

A-Train $37.07 

AcesinThePacific $42.37 

AcesOverEurope tba 

A.T.A.C tba 

AirForceCommand... $31.77 

AirForceTrainer tba 

AirWarrior $31.77 

Aldrin's Race/Space.. ..tba 
ATP(w/AdLibSnd) ... $31.77 

B17;Avon. Skies $37.07 

BirdsofPrey tba 

C.YeagerACT $35.37 

F-117AStealthF $42.37 

FiSStr.Eaglell $29.15 

FiSIIScen.Disk $15.87 

FalconS.O $42.37 

Falcon Campaign tba 

FleetCommander tba 

Great Naval Battles tba 

Gunship2000 $37.07 

Hero’softhe357th $29.47 

Inst. Pilot Seen. East ... $52.97 
Inst. PilotScen.Wes ... $52.97 

MiTankPlatoon $37.07 

Mantis: Exp. Fighter tba 

MegaFortress $35.37 

MegaFMissionI $23.57 

MegaFMission2 $23.57 

M. Jordan Fit, Sim tba 

MIG29Fulcrum $26.47 

RAF inthe Pacific tba 

RedBaron $37.07 

Red Baron Miss. D tba 

Seen. Collection A $31.77 

Seen. Collections $31.77 

Seen. Coll. Gr Brit $31.77 

Sce.WeaponsM#1 ... $15.87 
Sec.WeaponsM#2 ... $15.87 
Sec.WeaponsM#3 ... $15.87 
Sec.WeaponsM#4 ... $15.87 

Sec. Weap. Luff $37.07 

SimAnt $31.77 

SimCity $26.47 

Sim City Graph. 1 $15.87 

Sim City Graph. 2 $15.87 

SimCityll tba 

SimCityTerr.Ed $15.87 

SimEarth $37.07 

SimEarthWindows .... $37,07 
SoundGraph.Aircr .... $21 17 

StrikeCommander tba 

TaskForce42 tba 

TeamYankee2 $26.47 

T. Finest Hr/Battleh $37.07 


Thunderhawk $21 . 1 7 

Tracon/WIndows $31.77 

WingCommander .... $37.07 

WingComm.lt $42.37 

WCSpec.OpsI $21.17 

WCSpec.Ops2 $15.87 

WC Mission#! $15.87 

WCMission#2 $15.87 

WWII:1946 tba 

+ -»■ + + + + -n- + + •*• + + 

Flight Simulator 
Accessories 

A2 Leather Flight Jacket, with 
zipper Front and Europeaon 
Theater Map Lining, 2dual 
Entry 

Pockets withflap, distressed 
cowhide glove leather with 
knitcuffs.waistandshoulder 
epulets 

$170 

Leather Flight Jacket with 
Pile Lining, zipperfront, 
detachablepilecollar.zipout 
liner, 2duai entry pockets 
with flap pluscigarette 
pocket on sleeve, knitcuffs, 
waistand shoulder epulets 
$160 


VHS night 
Documentares and 
night Training 
nims $19.95 each 

NF701 Flight Reports 
Rareflightfootageincluding 
atwo-place P47, aflight 
repo rton Germany’s ME-262 
jelfighter. theXP79 Flying 
Wing,andacrashofaBl7in- 
lendingtoblowupenemylar- 
gets. 40 Minutes 


NF622Thunderbolt 

43min 

NF 1 58The Deim Busters 
120 Min. 

NF723B-17Trilogy 
Featuring'‘ConquestoftheAir'' 
packed withcombataction 
from 1 942-45, and mission 
accomplished,theB-17’sfirst 
combat mission, and lastbut 
notleast, "BombersOver 
North Africa". 

55min. 

NF724TheFlyingWing 

23min. 

NF 1 80 HowTo Fly the B-26 
50min. 

NF181 HowToFlytheB-17 
The Four Enginetail 
dragger bomberthatmade 
history inevertheatreofWWII, 
whereitwasused. Thisthree 
partcheckouttakesnewpilots 
throughflightoperations, 
emergency operations, and 
theinduction system. 

90min. 

Manymorevideo’scallfor 


NF705FlightTrainlng 
Wingoverandchandelles. 
the wing-over roll, the barrel! 
rollandfundamentalsoffor- 
mation60min. 


NF 159HowtoFlytheB-24 
Liberator 60min. 

OldTyme Replica Baseball/ 
Football Caps makegreat 
gifts at$22&up!l 
CATALOG AVAILABLE!!!! 


completelisting. 


MS-DOS Strategy 

Software 


ALineinSand(SSI) .... 

... tba 

Action Station Util 

$11.13 

Action Stations 

$26.47 

Amer.CivilWarVi 

$21.17 

Amer. Civil War V2 

$21.17 

Amer. CivllWarV3 

$21.17 

Bandit Kings 

$31.77 

Battle Command 

...tba 

B.forGuadalcanal 

. . . tba 

Battle Isle 

$29.47 

Bravo, Romeo. Delt 

$31.77 



Campaign 

...tba 

Carrier Strike 

$37.07 

CarriersatWar 

. . . tba 


$31 77 

Castles II 

...tba 

Castles Northern C 

$15.07 

Chessmaster3000 

$29.47 

NoGreatorGlory 

$37.07 

Civilization 

$37.07 

Conflict: Korea 

$31.77 

Conflict: Middle E 

$31.77 

Crises in the KremI 

$37.07 

FightingforRome 

$26.47 



Flamesof Freedom ... 

$26.47 

CD-ROMCARRIED!!! 


Spoils of War 

.$31.77 


Global Conquest $31.77 

Grand MasterChess .. $31.77 

Hardballlll $31.77 

Harpoon $35.37 

Harpoon Set2 $17.67 

HarpoonSetS $17.67 

HarpoonSet4 $20.62 

Harpoon Sets tba 

Harp. Challen. Pack ... $53.07 

Harp Designers $29.47 

Harpoon Gold tba 

Harp. Seen. Editior $23.57 

Hyperspeed $31.77 

L’Empereur $31.77 

Liberty of Death tba 

Links386 $37,07 

Mercenaries tba 

MerchantColony $26.47 

Millenium $21.17 

Nob. Ambition II $31,77 

Panzer Battles $21.17 

PattonStrikesBack .... $31.77 

Populous $29.47 

Powermonger $29,47 

RailroadTycoon $31 .77 

Flamparts $23.57 

Reachfor Stars $21.17 

Ftealms $15.37 

Red Phoenix tba 

Rom. 3Kingdoms $37.07 

KulesofEngag $35.37 

SargonV $26.47 

Scrabble Delux $31.77 

Second Front (Imtd) ... $31.77 

Siege $35.37 

Solitaire'sJourney $31.77 

StarTrekAnniv $31.77 

TheLostAdmiral $31.77 

The Perf. General $31.77 

Perf. Gen. Seen ‘s $18.52 

Powermonger $29.47 

TheaterofWar $29.47 

Third Reich (AH) tba 

UnchartedWaters $37.07 

Victory atSea tba 

Warlords $26.47 

WesternFront $31.77 


MS-DOS Adventure 
& Role Playing 
Carnes 


Altered Destiny 

.$31.77 

Bane/Cosmic Forge. 

$31.77 

Bard '8 Const Set 

.$29.12 

BuckRogersll 

. $29.47 

Castle Dr. Brain 

. $26.47 

Celtic Legends 

.... tba 

Champ. of Krynn 

. $29.47 

Conq. Longbow 

. $37.07 

Conq.ofCamelot 

,$31.77 

Consp:DealockF 

.... tba 


. $29.47 

Countdown 

. $26.47 

Crus. Dark Savant 

.... tba 

Dark Queen Krynn 

. $29.47 


. $37.07 

Darklands 

..$37.07 

Death Knights Kry 

. $29 47 

Degeneration 

.... tba 

Demonsgate 

.... tba 

Dune 

.$31.77 

Dungeon Master 

. $26.47 

Elviral 

$31.77 


, $37.07 

Eyeof the Beholder .. 

. $29.47 

EyeBeholderll 

. $35.37 

FourCrystalsTraz 

. $29.47 


.$31.77 


$31.77 

Gateway Savage Fr . . 

. $29.47 

Gods 

.$21.19 


Godfathar $26.47 

Heart of China $31 .77 

Indy Jones: Fate $31 .77 

Koshan Conspiracy tba 

Laura Bowl! $37.07 

LeatherGoddessll $37.07 

Lei.SuitLarryV $37.07 

Lemmings $26.47 

Legend $37.07 

Legend/Kyrandia $31.77 

LoomCDROM $55.00 

Lordofthe Rings $31.77 

Lord/Rings II tba 


Announcinq 

The CCC Giveaway!!! 

Toshiba 26" Stereo, 
Remote Control, Color TV 
FOR CCC MEMBERS ONLY 

All you need to do is order, in fact, the 
more you order, the more chances you‘11 
have of winning. The drawing will be 
December 10th, 1992, just in time for 
Christmas!! If you are not a member, this is 
the time to become one! 


LxjstTreas. Infocom ... $37.07 

LostTreas.CD $50.00 

Magic Candlell $35.37 

Magnetic Scrolls $35.37 

Martian Memorad $31.77 

MeanStreets $31.77 

MechWarrior $15.87 

MegaTrav.il $31.77 

Midwinter $26.47 

Might&Magiclll $35.37 

Objection $26.47 

OutofThisWorld $31.77 

Overlord $26.47 

PoliceQuestlll $37.07 

PrincePersiall $26.47 

Prophecy/Shadow.... $35.37 

Ridersof Rohan $26.47 

Ringsof Power tba 

Sec. Monk. IsllCD $50.00 

Sec. Monkey Isl It $35.37 

SpiritofExcalibur $26.47 

TheDarkHatf $31.77 

TimeOuest $31.77 

TreasureSav. Front. .. $29.47 

Twilight2000 $31.77 

TheTwoTowers $31.77 

Ult.1.2,3.4.5,6bun $68.87 

UltimalV -..$31.77 

UltimaTrilogyl $31.77 

UltimaTrilogy2 $42.37 

Ultima Undergr $42.37 

UltimaVII $42.37 

Ultrabots Sant E tba 

Untouchables tba 

VengenceExcalibur... $26.47 

Virtual Reality $47.67 

Willy Beamish $37.07 


CCC Carries 

• Tabletop 
Wargames and 
Role Playing 
Games 

• A2 Leather 
Bomber Jackets 

• VHS War 
Documentaries 
and Flight Training 
Films 

• Replica Baseball, 
Football, and 
Collegiate Caps 

• Fleplica Baseball 
Jersey's 

• Osprey. Valor and 
RAFM Military 
Books 

• AD&D Products 

All at discounted 
prices!! 


CAPE COD CONNECTION has essentially evolved into a Membership Club. For that reason the product prices listed above are 
for MEMBERS ONLY. You do not have to become a CCC Member to order from us. Please call for Non-Member Pricing. 
Memberships cost $20.00 for a full years benefitslll 

CCC offers every electronic means known to mankind for ordering. We are open Monday - Friday 10 AM - 8 PM and Saturday 
10 AM - 5 PM. Overseas Dealer Inquiries welcome. (Prices and availability may vary.) CCC policy is to replace defective 
software with the same. 

VOICE ORDERS 1-800-729-6733 • 1-508457-0738 
24 HOUR MODEM SHOPPER 1-508420-1115 (setting N,8,1) • FAX 1-5084574558 
21 PLEASANT VIEW AVENUE • FALMOUTH, MASSACHUSETTS 02540 
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Designer IXIates 


The fundamental principle of WarRoom is to take the AI 
design away from the programmer, and make it available to 
everyone. WarRoom is a system for generating plans and 
responses for computer controlled forces. The capabilities of 
the system are limited only by the AI designer’s imagination. 

For example, in the original 8 
bit version of CA W, the Japa- 
nese transport group scheduled 
to invade Port Moresby always 
left Rabaul at the same time, 
and followed the same course. 

With WarRoom, all that has 
changed. The transports can 
now be delayed for a few days, 
or given a different course, or 
even sent off to invade Bris- 
bane! They can select between 
courses of action at any time 
during the game. The Japanese 
carriers can be instructed to 
sweep ahead of the transports, 
or escort them closely or to 
make a sudden lunge for likely 
areas of US carrier operation. 

Plans for the transports and the carriers can be coordinated so 
their combined options remain sensible. 

As well as controlling the movement of computer forces, 
the AI designer also controls their response to the enemy. 
Groups can be told which type of enemy to attack, and from 
what range. No-go areas, (for instance those too close to 
enemy land based air) can be speeified. One can even specify 
how resolutely forces will attack, and under what conditions 
to withdraw. 


WarRoom instructions consist of a series of cards. Each card 
has some conditions governing its selection, and a list of 
actions, which will be carried out if the card is chosen. Cards 
can be linked in series, or branch to completely different 
courses of action. The conditions are things like position or 
time. The actions include movement, CAP and search orders, 

and the responses to enemy 
sightings. 

By using the card system, the 
AI designer can control both 
the actions and responses of his 
forces and change those as 
often as he likes. Since the 
cards can have chances at- 
tached to them, a random ele- 
ment is easily introduced, but 
one which chooses between 
sensible alternatives. Special 
setup cards can even change 
the location and composition of 
any force in the game. A human 
player could be facing an en- 
emy with an extra, hidden car- 
rier , or he could be given 

different forces at the start. 

The AI designer is now in the position of an admiral. He can 
set plans for all of his groups, and set the doctrine for their 
responses to the enemy. Those plans can be specifically 
created to fool a human player. For instance carrier groups 
can be set to patrol some innocuous point during daylight 
hours, then make high speed runs at night to appear some- 
where totally different. 


bbti hiie I'tay Display Lontroi lurrio' Dase int-o 



ATTENTION 
ROLL PLAYERS 

Are you tired of getting beat up by the monsters in your favorite role-playing game. 
Well, fight back! Customize your characters so that they can better survive in 
that cruel fantasy world, resurrect them when they die or give them better skills 
or weapons. Our character editors allow you to modify basically everything that 
makes your characters unique. Most editors also allow you to give characters any 
item in the game. Our hint books provide complete solutions to the games (most 
also include complete maps). 

• CHARACTER EDITORS - $19.95 each 

Might and Magic (1, 2 or 3), Drakkhen, Pool of Radiance, Hard Nova, 
Bard’s Tale (1, 2 or 3), Wasteland, Dragon Wars, Space Rogue, 

Wizardry (Edits 1-3), Wizardry 4, Wizardry 5, Bane of Cosmic Forge, 
Crusaders of the Dark Savant, Treasurers of the Savage Frontier, 

Sentinel Worlds I, Knights of Legend, Secret of the Silver Blades, 

Curse of the Azure Bonds, Champions of Krynn, Space 1889, 

Keys to Maramon, MegaTraveller (1 or 2), Keef the Thief, 

Escape from Hell, Ultima (3, 4, 5, 6 or 7), Dark Heart of Uukrul, 

Savage Empire, Tunnels and Trolls, Lord of the Rings I, 

Countdown to Doomsday, Martian Dreams, Eye of the Beholder (1 or 2), 
Death Knights of Krynn, Fountain of Dreams, Magic Candle (1 or 2), 

Pools of Darkness, Ultima Underworld, Twilight 2000, Planet's Edge. 

• HINT BOOKS — $9.95 each 

Might and Magic 1 , Knights of Legend, Curse of the Azure Bonds, 
Champions of Krynn, Legacy of Ancients, Dark Heart of Uukrul, 

Wizardry (1 , 2, 3, 4, 5, Bane or Crusaders), Eye of the Beholder 2, 

Might and Magic 3 (12.95). 

IBM listed. Apple, C64, Amiga and Mac versions also available 
Please add $4.00 for shipping and handling. 

Open from 9AM - 9PM every day for your convenience. 

GOSSELIN COMPUTER CONSULTANTS 

*■■■ P.O. Box 1083 • Brighton, Ml 48116 • (313) 229-2453 




your sims! 


GUI 

^NOW! 

1503 ) 686-1809 


The HOME BASE clamps to any 
and allows you to position your 
and keyboard in a more comfortable 
cockpit configuration. 

IT'S m oNir t¥ir TO Fin 

Send check or money order for $24.95 
gr plus $4.00 for shipping and handling to: 

HOMi BUS! PBOBUm 

3025 Timberline Dr. Eugene, OR 97405 
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"Best Simulation" Finalist 1991 

-Software Publishers Association 

"(TRISTAN) should be a big winner" 

-John Sciillev 


You can easily forget you are playing on a confp 

N 


"TRISTAN puts a new 

-MacNMiHK 




'i pinball" 


"Superbly lives up to its billing as solid state pinball" 

-MACWORLD 


\ 

\ 

\ 


\ 


\ 
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Enjoy the 
Excitement of 
Real Pinball! 





TRI5TRN 
SPIN 
IHiSBDD 
sIfiflLL 3 


Compatible with Windows 3.x, Sound Blaster™, 
Adlib Sound™, and 256 color VGA. 


Amtex Software Corporation • 206 George Street 


S 0 F I WA R E C O R P 0 R A F 1 0 N 
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3H4 • voice (613) 967-7900 • fax (613) 967-7902 


• Authentic Ball Action 

• Wild Pinball Devices 

• Fabulous Sound 

• TILT and much more... 

To Order: Contact your 
favorite retailer or call 

( 613 ) 967 - 7900 . 


TM 




Designer IXIotes 


can be set to patrol some innocuous point during daylight 
hours, then make high speed runs at night to appear some- 
where totally different. 

As well as making computer players much more competent, 
the WarRoom system also 
removes the crippling bur- 
den of predictability from the 
computer player. Human 
players can no longer rely on 
the what the computer did 
last time as a guide to what it 
will do next time. And even 
if a player eventually gets fa- 
miliar with a scenario's per- 
mutations. all it will take is 
the addition of a different 
WarRoom file to his system 
to remove that reassurance. 

Even the computer’s Order 
of Battle could be altered. 

WarRoom is really a fourth 
generation computer lan- 
guage. applied specifically to 
the task of describing AI 
processes in strategy games. SSG has created the system, and 
we can expand and build on the language as required. Anyone 
who purchases the CAW Creation Kit will be able to change 
the WarRoom plans included with CAW, or create new plans 
from scratch. We hope that users will get involved in the AI 
process, creating their own plans and surprising their friends 
with their fiendish strategies. The creation kit will be available 
about two to three months after the CAW game release. 


The WarRoom system is applicable to many games besides 
CAW. In a game like Warlords, it could be used to give 
computer players a choice of strategies. The game could keep 
a record of which strategies worked and which did not. using 

this information to build up a 
'personality' as well improv- 
ing its chance of success. 

A WarRoom system could 
also be used to run third party 
players. In a Warlords con- 
text. this could mean sudden 
incursions by Vikings. Huns 
or other raiders. These would 
be outside the control of 
either the human or computer 
players. They would have 
their own objectives and 
strategies described by a 
WarRoom system, and would 
be able to respond intelli- 
gently to attacks against 
them. Just the qualities one is 
looking for in extra oppo- 
nents. 

We can see no limits to the ways and means of applying a 
system such as WarRoom. When one plays against the com- 
puter in CAW, one is actually playing against SSG’s own 
plans, and hence against SSG. We will be developing more 
plans for the W arRoom system, and we can assure players that 
we have only just begun to fight, cgw 
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QQP's 


Strategies of the Month 

A monthly column to improve the quality of play 

This month we are going to dedicate this entire column to our 
new and exciting game "Conquered Kingdoms". If you get 
bogged down when trying to take over an enemy’s castle, 
remember you can bombard the castle keep and destroy the 
whole casde. The ranged units that can bombard the keep are 
catapults, wizards and dragons. You can also lay siege,(in 
combination with bombard) to get the castles defenses down to 
zero. 

Knights are often forgotten as a major combat piece. They 
move moderately, defend well, and attack significantly. Don't 
overlook knights in your choice of units. 

Putting archers in boats makes for interesting shooting on 
shore. In games with a lot of rivers and/or large bodies of 
water, many towns are on these waterways. Whatever your 
opponent may have in the towns, your marauding boats with 
archers can create havoc behind his front. A Challenge: Play 
Cascatia campaign map#l at difficulty level 12. 

Conquered Kingdoms is one beautiful game, rich and deep in 
game play. It is also an awful lot of fun. Enjoy. 

Quantum Quality Productions (908)788-2799 

1046 River Avenue, Flemington, N. J. 08822 


Circle Reader Service #113 


COIVIPUTER 


SPORIS GAMES 


IBM • APPLE II • C- 


THE MOST REAUSTIC STRATEGY/SIMUIATION 
COMPUTER GAMES ON THE MARKET TODAY! 

3 IN 1 FOOTBALL 

Unmatched statistical accuracy • Stats compiler • Full team and 
player statistical breakdown • You call the plays and timeouts • 
Compare scouting reports • Use the two-minute rule • Over 500 
teams included, pro and college from 1948 to present! 

BASKETBALL - THE PRO GAME 

You’re the coach and you choose line-ups, shot selection, style of 
play and much more • Stats compiler • Full team and individual 
player stats kept for up to an 82 game schedule • All players rated 
by actual statistics and tendencies • 25 current teams and over 190 
great teams from the past included! 

ORDER TODAY! Mail check or money order for $39.95 each for Apple D and C-64 
or $49.95 for IBM. You may call in and order with VISA or Master Card. 

Please add Si.OO for shipping and handling. 

For more information, call or write for a free brochure. 



P.O. BOX 100594 • NASHVILLE, TN 37224 615/366-8088 
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Industry IXIewvs 

Electronic Arts And Origin Pool Resources In 
"Ultimate" Acquisition 


E lectronic Arts (NASDAQ: 
ERTS) has agreed to acquire 
Texas-based Origin Systems, 
Inc. in a 1.3 million share stock ex- 
change worth approximately $35 mil- 
lion. As published on Prodigy after the 
market close of September 4, 1992, in 
a story based on the recurring rumor 
concerning the deal, the operations in 
Austin, TX will continue to function as 
an independent (though wholly-owned 
subsidiary) unit. Origin President 
Robert Garriott will continue to act as 
Origin’s president and will become an 
Electronic Arts vice-president, while 
Richard Garriott (Lord British) will 
continue as Creative Director at Origin 
and become an executive producer for 
Electronic Arts. In addition, the world- 
famous designer has relinquished his 
personal copyright on the Ultima trade- 
mark as part of the deal. 

Both organizations win in this pooling 
of interests. In order for the current enter- 
tainment software industry to be able to 
take advantage of future technologies and 
avoid being swallowed by larger players 
in the overall entertainment and com- 
puter industries, existing publishers will 
need to be making new alliances. This 
deal provides new marketing muscle and 
opportunities for Origin’s talents. 


Also, though the original article on the 
rumored acquisition mentioned alleged 
cash flow problems and employee losses. 
Origin asserted that they had not lost a 
significant number of employees, were 
expecting the best fiscal quarter in their 
history (assuming all scheduled products 
shipped) and had considered an inde- 
pendent IPO (Initial Public Offering) of 
their own prior to electing to join Elec- 
tonic Arts’ forward looking expansion 
into new technologies. Origin’s General 
Manager, Fred Schmidt, stated that one 
reason for the desire to change the corpo- 
rate stmcture was to be able to allow more 
significant employee participation in the 
ownership of the company. He alluded to 
a stock distribution to certain Origin em- 
ployees as a result of the current deal. 

What is truly unusual about this part- 
nership is the fact that Electronic Arts and 
Origin had a parting of the ways in 1 987. 
Furious that an Electronic Arts title, 
Deathlord, appeared to use Ultima’s tile 
set of terrain and appeared to be Ultima 
with a thin veneer of pseudo-Oriental 
flavor. Lord British insisted that he would 
leave EA’s affiliated label program if the 
company published the alleged clone. 
EA’s then CEO/President. Trip Hawkins, 
was just as adamant that the tail (i.e. aone 
product company) would not wag the dog 
(i.e. Electronic Arts Distribution). 


Lord British not only lived up to his 
threat, but allegedly reaped a cathartic 
revenge on Hawkins by naming a pirate 
leader (found in more than one Ultima), 
Pirt Snikwah (try that one backwards). 
Some people think that the sphere, tetra- 
hedron and cube which the Guardian asks 
the avatar to assemble in Ultima VII bears 
an interesting resemblance to the three 
basic shapes in EA’s logo. One has to 
wonder if EA’s executives are going to 
be as good-natured about (what is now 
going to be) self-deprecating spoofs in 
Origin’s existing product line as Lucas- 
film was about the ™ jokes in Monkey 
Island. 

So, why does a company which grosses 
over $200 million per year purchase a $ 1 3 
million per year company? In this case. 
Electronic Arts is recruiting, acquiring 
and aligning with partners that can help 
them exploit future opportunities in new 
technology. Hardware manufacturers, 
venture capitalists and entertainment 
conglomerates are all part of a murky 
near future where EA, particularly 
through the SMSG tri-venture with Time 
Warner and Kleiner, Perkins, Caulfield, 
appears to have an edge. To exploit the 
future platform(s), the company will need 
recognizable, marketable products and 
solid technology. Origin provides both. 

CBW 


I* K E M I IJ M 1 E M P L A T E 


Enjoy "flying" the super-sophisticated PC flight simulators available today? Is 
"keyboard confusion" your worst enemy- you know, frantically hunting keys to 
switch views, adjust radar, throttle and rudder, drop flares/chaff, activate 
jammers and select/fire weapons just to survive the mission? 

KIIYIIOAKI) COM]MA!V»li:K COUPS® flight simulator keyboard 
templates can end that overload and let you concentrate on flyin' and shootin'. 
Our high-quality, color templates turn any ATI 01 Enh keyboard into a realistic 
control panel for your favorite sim and our standardized, color-coded layout 
flattens the learning curve from one sim to another. ” 

Forget "keyboard confusion", just remember. 




* High- quality , 3-D graphics 
IkLogical, color-coded layout 

★ Fits all AT101 Enh. keyboards 


A-10 Tank Killer 
F-1S Strike Eagle tl 
F-117A Nighthawk 
Megafortress 
ATP 

Flight Simulator4.0 


★ standardized format 

★ Affixes to keyboard 

★ sturdy, laminated stock 


I ^ Great Gift Idea! Introductory Prices! cg= 

Please Print ^ □ Check Enclosed □ Money Orderenclosed. 

1 ' —^//ss/er 

1 $11.95 

Any2 $21.50 

Any 3 $30.00 



4ormore $9.25each 

|N a m e 

Country 

S& H add $3.00 
C.O.D. add $S.0Q... CALL 

1 A d d r e 8 8 

City 

KCC.Inc.. DeptC 

*State/Provlnca 

Ztp/PostalCode 

4839 SW 148 Ave., #402 
Davie, FL 33330 

1 1 e m 8 

(Discounts apply par order only) 

1-800-262-6066 
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C O JVI P U T E 


HOCKEY/BOXING 


THE MOST REAUSTIC STRATEGY/SIMUIATION 
COMPUTER GAMES ON THE MARKET TODAY! 

HAT TRICK PRO HOCKEY 

Up to 26 skaters per team rated individually in a dozen 
categories • All current teams plus 60 great teams of the past • On 
ice decisions • Computer opponent • Stats compiler • Draft, trade, 
create teams option. 

TKO PRO BOXING 

Includes over 600 boxers (200 active, 400 retired) all divisions • Ability 
to fight - retired fighters at different stages of their careers • compiles 
records & rank contenders • Fight boxers across eras • Select between 
round strategy or let computer manage boxers • Pre-fight condition 
option • Between round condition report & three judge scoring • Cuts, 
TKO’s, KO’s & color commentary during rounds 

ORDER TODAY! Mail check or money order for S39.95 each for Apple n and C-64 
or $49.95 for IBM. You may call in and order with VISA or Master Card. 

Please add ^.00 for shipping and handling. 

For more information, call or write for a free brochure. 
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P.O.BOX 100594- 

NASHVILLE, TN 

37224 615/366-8088 
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A subscription for 
favorite computer person 


Don’tmissout— 
start now with 
our premier issue! 


A gift subscription to CGW makes a wonderful holiday 
gift. No endless treks through massive malls seeking that 
elusive something . If someone you know plays computer 
games, they will cherish a subscription to the premier 
computer game magazine, Computer Gaming World. A 
year’s worth of enjoy ment is less than the cost of a single 
game. U se the order form in this issue or call toll free. 

Computer Ga 
World Bin 


3 for 


5 for 


What do parents of pre-schoolers through 8 th 
graders have in common? They have children at 
home who are part of the computer generation . If 
they are like most parents, they need to know more 
about this world that is shaping the lives of their 
children. Kids & Computers gives them that help. 
What better holiday gift could there be than one that 
strengthens and informs a family? At only $ 1 2 it’s an 
unbeatable value. 

To order call our toll 
free number 

] - 800 - 827-4450 
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Taking A Peek 


Broderbund 
Novato, CA 

WHERE IN THE USA IS CARMEN 
SANDIEGO DELUXE: With the mil- 
lions of kids after this woman you’d 
think someone would finally find her. 
But, she’s at it again. This time, how- 
ever, the infamous Queen of Edutain- 
ment is all dolled up for her appearanee 
on the state-of-the-art MS-DOS ma- 
chines. Enhancements to the original 
USA hit include gorgeous new digit- 
ized VGA background graphics, a new 
DataminderWideophone interface 
(like that in Where in the World?), a 
complete series of regional maps (as 
opposed to the one U.S. map in the 
original), and 3000 new clues for kids 
to track down in their latest edition of 
Fodor's U.S.A. IBM ($79.95). Circle 
Reader Service #1. 

Buena Vista Software 
Burbank, CA 

HEAVEN & EARTH: Though this 
game’s fiction directs one towards a 
convergence of mind on the "ground of 
wakefulness and sanity" underneath 
our inattentive Western lifestyles, the 
package is actually a composite of 
three wildly divergent diversions. The 
first game is not really a game at all, but 
a toy of sorts. While tapped into one’s 
nascent sense of rhythm and harmony, 
one must direct a swinging pendulum 
over a series of gravitational vortices. 
While an interesting concept, those 
without the patience of a monk will 
probably race recklessly toward the 
next diversion; a complicated solitaire 
rummy of sorts where the player 
(turned Buddhist acolyte) must com- 
pose tricks based on seasons, elements, 
and landscapes, with special celestial 
phenomena to eompletely confound 
matters (though they do have cute ani- 
mations and sound effects for each). 
The card game is more interesting than 
standard-deck solitaire and can be just 
as addicting. The third game is the one 
least in the Tao of the package concept. 
Labeled "Illusions," this is a set of ab- 
stract geometrical puzzles similar to 
those in Cliff Johnson’s The Fool 's Er- 
rand or 3 in Three. Though challeng- 
ing, the stark, logical nature of the 
puzzle fits into the package concept 
like a cubist nude in a Chinese land- 
scape painting. IBM ($49.95). 

Circle Reader Service #2. 

Capstone 
Miami, FL 

LOTTO GOLD: To the skeptic, lottery 
number analysis seems to be the mod- 



Carmen USA Deluxe 



Heaven & Earth 



Lotto Gold 



Casino Master 



em equivalent of alchemy — attempt- 
ing to turn the mad, mystical scrib- 
blings of one’s pencil lead into gold. To 
those more hopeful (naive?) this latest 
version (2.1) of the ‘ultimate lottery 
analysis program’ may offer the tools 
one needs to shave tens of thousands of 
points off of one’s several million-to- 
one odds. One can apply several fancy 
sounding mathematical analysis tech- 
niques to one’s favorite lottery results 
to yield The Winning Sequence. In ad- 
dition to straight-forward historical 
analysis, averaging techniques, and 
number frequency analysis, one can 
take his/her biorhythmic biodata 
(based solely on one’s birthdate) and 
manipulate it using a Fibonacci Analy- 
sis or data from the I Ching! IBM. 
Circle Reader Service #3. 

Centron Software 
7718 La Mirada Drive 
Boca Raton, FL 33433 

CASINO MASTER: This seems a rea- 
sonably nice package of non-glitzy 
gambling games. Its games of chance 
include: craps, blackjack, video poker, 
roulette and baccarat, with win/loss 
data kept and varying levels of odds 
information provided for each. The 
craps game allows one to select stake 
and chip values and provides a decent 
introduetion to the house advantage 
odds for all bets. Blackjack is black- 
jack, but this program has a card count- 
ing function and a counting tutor in the 
documentation. The video poker pro- 
gram is none too thrilling, but neither 
is it in reality. The roulette system is 
nothing to scream about (the docs boast 
of an animated wheel. Wheel) but, 
once again, the docs provide useful in- 
formation on betting strategies. Fi- 
nally, the package includes a baccarat 
system which is a pretty hard program 
to find. If one is a baccarat player, this 
program itself might be worth the price 
of the entire package. All in all, this is 
a great introduction to the basics of 
betting strategy. IBM ($79.00). 

Circle Reader Service #4. 

PUZZLE MASTER: What’s a 14 letter 
word for a crossword puzzle construc- 
tor, that starts with a "C?" Give up? 
Cruciverbalist, of course, and that’s 
what one can become with this pack- 
age. Ineluded are 200 daily and 50 Sun- 
day crosswords from the New York 
Times, as well as a puzzle creation util- 
ity. While solving the given puzzles 
one can check their current answers 
without revealing the other answers 
(cheat!), and get correct letters (cheat!) 
or full words (cheat!). For puzzle pur- 
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you own 
0 modem? 


Then live out your favorite 
ing fantasies in the finest 
interactive fiction game ever 


eplay 


ty-four hours a day, the intrepid, the romantic, the 
and the adventurous from across the country, meet as 
player characters in the Shattered Realms, a world 
created from shared imagination. 

Legends of Future Past is a detailed, elegant, multi-genre roleplaying 
game, featuring combat tactics, stealth, enchantment, necromancy, 

conjuration, psionics and spell research. 

the dark reaches beneath the Teeth of Shartan or enjoy a casual 
with friends through the enchanted Grymwood Forest. Become a 
champion of justice, or a force for darkness. Delve into political 
intrigue or play the lone wolf on a personal quest. Tons of player 
interaction with special events nightly and gamemasters 
devoted to your playing enjoyment. 


Call 800-937-7644 to sign-up 

{1 200/2400 bps, 8N1, full duplex) 

or 508-757-5737 for more information (vdo 


Only $6.00 per hour eveninqs, weekends and holidays 
Visa • Mastercara • Check Prepay 
Circle Reader Service #80 


Legends of Future Past is available only over the Digital Dreams 
Network™, a service of Inner Circle Software. The Digital Dreams 
Network features other entertainment related services such as 
gaming, fiction and movie special interest groups, trivia 
competitions and "chat" teleconferencing. 
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ists one can avoid the temptation to 
fudge (cheat ! ) and, if one is as skeptical 
about paperless crosswords as one is 
about the ‘paperless office,’ then the 
puzzles can be printed out and solved 
the old-fashioned way. IBM, Mac 
($49.95). Circle Reader Service #5. 

Davidson & Associates, Inc. 

PO BOX 2961 
Torrance, CA 90509 

KID WORKS 2: Here’s one for the 
aspiring writer/publisher in the home. 
This is basically a multimedia publish- 
ing tool for youngsters, that enables 
them to create fully illustrated stories 
that can be played back with voice nar- 
ration. Children first write their story 
using words or pictographic icons, then 
they illustrate the story with a complete 
paint toolbox, and finally, they reap the 
fruits of their labor as the program tells 
the story back to them. How did we 
ever get by with crayons and paper? 
Mac ($59.95). 

Circle Reader Service #6. 

Domark 
San Mateo, CA 

TENGEN’S ARCADE HITS: Toobin ', 
APB. Klax. Hard Driviii ' II and Escape 
From The Planet of the Robot Mon- 
sters', five action games from the mid- 
dle ages of coin-op video gaming have 
found their way to the PC. Toobin’, or 
"my spring break at the Colorado 
River," involves piloting one radical 
vacationer down a river while snatch- 
ing goodies and fending of fraternity 
boys by throwing river junk at them (no 
cerebral cortex required). In APB, one 
of the older games in the package, one 
plays a police officer on a rough beat. 
One must ticket litter-bugs and other 
heinous offenders while maintaining 
blood sugar with a continual donut sup- 
ply, keep up the quotas and avoid de- 
merits. Klax is a weird abstract 
action-puzzle where one must gather 
squares from a conveyor belt and order 
them into like stacks. Hard Drivin ' II 
is the most interesting game in the 
pack, though it is a rather crude conver- 
sion of the excellent coin-op racing 
game. One speeds a roadster around a 
stunt track with loops, jumps and other 
strange road phenomena. It includes a 
track construction set, allowing one to 
create their own commuter nightmares. 
Einally, Escape is a Berserker descen- 
dant for two simultaneously playing 
joystick-jockeys. Battle nasty reptile 
thingies side-by-side! IBM ($39.95). 
Circle Reader Service #7. 



1 


Kid Works 2 



Tengen's Arcade Hits 



John Madden Football II 



International Sports Challenge 



Cybart 


Electronic Arts 
San Mateo, CA 

JOHN MADDEN FOOTBALL II: 
"Pow! Zap! Boom! See that block?!" 
Football’s most charismatic color-man 
and champion of the down linemen, has 
graced yet another game box cover 
with his exuberant grin. An enhance- 
ment to the solid original, this package 
adds new features, like a one-on-one 
match-up analyzer, and a "Madden 
speaks" feature wherein the man with 
the electronic chalkboard offers his 
strategic advice on the game. The 
graphics have been revamped to in- 
clude VGA support, but this is not ex- 
actly a good thing. Players view the 
field from a 3-D isometric, end-zone to 
end-zone view and the field scrolls and 
pans impressively with the action, but 
the players themselves have become 
more cartoonish and difficult to follow. 
Still, Madden II offers a rich play selec- 
tion and creation facility, and one can 
play in both an action and a strategic 
mode. It does not offer real team or 
player names but, rather, "fictional 
teams inspired by" certain classic ball 
clubs and players. IBM ($49.95). 
Circle Reader Service #8. 

Empire Simulation 
c/o ReadySoft Inc. 

Richmond Hill, Ontario, Canada 

INTERNATIONAL SPORTS CHAL- 
LENGE: If one’s Olympic zeal hasn't 
waned in the months since the Bar- 
celona games, it might be worthwhile 
to check-out this package of six un- 
usual international events, one to four 
players can participate in the follow- 
ing: diving, from three platform heights 
with 40 different dives; shooting, with 
pistols, rifles and shot-guns; show 
jumping; a first-person horse riding 
event; cycling, also a first person simu- 
lation with rough, poly-filled graphics; 
swimming, the standard eye-hand 
rhythm and endurance test; and finally, 
the marathon, the standard joystick 
waggling blister-buster with some 
strategy elements (selecting refresh- 
ment schedules, random weather ef- 
fects and choosing runners based upon 
their pre-event training schedule). 
Amiga, IBM ($49.95). Circle Reader 
Service #9. 

Flying Turtle Software 

PO BOX 1218 

Port Townsend, WA 98368 

CYBART — THE CYBERNATED 
ARTIST: This non-interactive piece of 
shareware generates framed pieces of 
abstract, mostly geometrical, art 
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TkuNDER Board. PC games like 

YOU’VE NEVER HEARD THEM BEFORE. 


Lend us your ear. And we’ll stulf it with a calibre of sound 
that’s ears ahead of the competition. 

Introducing Thunder Board™ from Media Vision. 

No other sound card out there today can soar to such 
incredible heights. Or plunge to such awesome lows. 

And Thunder Board’s dynamic filtering means dynamite 
sound. Higher fidelity. Bigger ka-booms. And more 
bang for the buck. 

Our guarantee is that we put the quahty where your 
ears are. And the money where our mouth is. In fact, 
we’ll refund your money if you don’t agree Thunder 
Board is the best sound board for your PC games. 

In addition, with Thunder Board you get three free PC 
action game samplers; Nova 9™, Lemmings™, and Lexi-Crossl" 
Plus, free Thunder Master™ software that lets you record and 
edit sound files with a Wave Form Editor. 

And Thunder Board is ftilly compatible with all 



the newest PC games. Plus 100% compatible with 
AdLib™ and Sound Blaster™ applications-to support 
the largest library of games possible. 

What’s more. Thunder Board has breakthrough fea 
tures to let you break all the sound barriers. Like twice 
the Digitized Audio Playback and Recording Capability 
at an explosive 22kHz-compared to the competition’s 
puny 1 IkHz. 

Also, you get a squadron of powerful extras. Like a 
Joystick Port. Headphone Jack. An 1 1 Voice FM 
Music Synthesizer that lets you score music as well as 
score points. And a Power Amplifier with built-in Volume 
Control, so you can have yourself a real blast-without blast- 
ing the neighbors. So take off-for a dealer near you. And go 
from static to ecstatic. 

Because, with Thunder 
Board, hearing is believing. 


11 iv.li a viv..aiv.i iivai ^v^vi. xuivi gv.i 

HiDin^n 




Microprose 
Gunship 2000 


Interplay Productions 
Star Trek 


Sierra On-Line'^ 
Conquest of the Longbow'^ 



Electronics Arts 
PGA Golf Tour 


Broderbvnd Software 
Prince of Persic^ 





For the name of a Thunder Board dealer or simply some good sound advice, call Media Vision. 1-800-84S-S870. 

Media Vision, 47221 Fremont Boulevard, Fremont, CA 94538. 510-770-8600, FAX: 510-770-9592. Media Vision, Thunder Board, 
and Thunder Master are trademarks of Media Vision, Inc. All other trademarks are the property of their respective companies. ©1992, MediaVision, Inc. 
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Taking A Peek 

through an "artificial creativity algo- 
rithm" which is allowed (programmed) 
to be creative (random) within certain 
defined bounds. Like a fireworks show, 
the program generates both duds and 
awesome sights. It occasionally gener- 
ates such surprisingly impressive 
pieces that one may be forced to ask 
pointed questions about the nature of 
aesthetic expression — indeed, it could 
prompt a shallow discussion of the 
meaning of art between pseudo-intel- 
lectual editorial stuffed-shirts. Other- 
wise, it’s kinda neat. IBM (Shareware 
Registration - $15). 

Circle Reader Service #10. 

The Learning Company 
6493 Kaiser Drive 
Fremont, CA 94555 

TIME RIDERS IN AMERICAN HIS- 
TORY: News Flash! Dr. Dread, the 
media entrepreneur and owner of the 
Dread News Network (DNN) has cap- 
tured a communications satellite and is 
using its transmission power to send 
phony headlines to the news networks. 
(Hmm...is that Ted Dread?) The 
player’s job in this edutainment prod- 
uct is to use the historical resource dat- 
abanks at the Time Rider’s 
head-quarters to look up the correct 
historical headline facts and repair the 
damage done by Dread. The game cov- 
ers American history from 1492 to 
1905, and requires no supplementary 
books (like Carmen Sandiego’s Fodor 
Guides and World Almanacs). Next to 
Carmen Sandiego, this appears to be 
one of the best edutainment titles in its 
age range ( 1 0 & up) and subject matter 
(history/geography). IBM ($59.95). 
Circle Reader Service #11. 

Lifestyle Software Group 

63 Orange Street 

St. Augustine, FL 32084 

MICRO BRIDGE COMPANION: 
This extensive bridge package contains 
three programs: the Bridge Baron IV, 
supposedly one of the stronger bidding 
programs on the market; Bridge World 
Challenges, a collection of interesting 
situations from The Bridge World 
magazine; and, a Personal Play Library 
which lets one database, review and 
replay past hands from one’s play his- 
tory. Bridge Baron was designed by 
Tom Throop, who has been program- 
ming strong bridge algorithms for 
many years. IBM, Mac ($59.95). 
Circle Reader Service #12. 

GOLF COMPANION: Just in case one 
gets bored with one’s golf simulation 
and actually goes out and hits live balls 



Micro Bridge Companion 



Goif Companion 



Video Poker for Windows 



Tom Landry Strategy Footbaii 


on real grass with living, breathing 
companions, this package may help its 
user along the way. Compatible with 
hand held organizers like the Casio 
B.O.S.S., Atari Portfolio and Sharp 
Wizard, among others, this program 
offers a swing analyst feature, handi- 
capper and a golf travel guide. By ana- 
lyzing the golfer’s response to a series 
of questions about the flight path of 
one’s ball, the program will determine 
the potential problems with one’s 
swing and offer advice and schematics 
to help correct the problem. The handi- 
capping feature simply keeps track of 
one’s game, stroke by stroke, and cal- 
culates one’s handicap. Finally, the 
golf travel guide is a database of course 
information for greens around the 
globe. IBM (Windows), Mac ($39.95). 
Circle Reader Service #13. 

Masque Publishing 
PO BOX 5223 
Englewood, CO 80155 
800-765-4223 

VIDEO POKER FOR WINDOWS: 
Well, there’s one editor on the CGW 
staff excited about this product. Every 
time we’re in Vegas (for the Winter 
CES show), he seems to drop too much 
of his editorial paycheck in those infer- 
nal video poker machines. This pro- 
gram promises to make him a better 
player by offering extensive strategic 
advice and statistical analysis. One can 
play any style of game (Jacks or Better, 
Deuces Wild, Two Pair) for fun or for 
education in the Windows environ- 
ment. The program offers constant ad- 
vice on hands, has practice drills for 
pre-vacation warm-up, and will simu- 
late an unlimited number of hands to 
test the long term outcome of one’s 
particular strategy. No more trips to the 
change booth for this editor! Get me a 
(change) bucket! IBM with Windows 
($54.95). Circle Reader Service #14. 

Merit Software 
Dallas, TX 

TOM LANDRY STRATEGY FOOT- 
BALL: One look at Merit’s address 
tells the whole story about this endorse- 
ment deal. Options in this strategic pig- 
skin package include a VCR-like 
replay device, a ‘scenario editor’ with 
which one can set up specific game 
situations for study, and of course, the 
"Ask Landry" option whereby the 
player can get tips from The Man. The 
game has no play creation option per 
se, rather one creates plays on the fly, 
starting from a play base. For example, 
the player might choose a "standard 
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VIKING RATINGS 


A-Train 

B 

Chrisis in Kremlin 

B+ 

Dune 

A 

Global Eftect 

C- 

Hardball 3 

A+ 

Heroes ot the 357th 

C- 

Indy Jones Atlantis 

A 

MicroLeague BB 4 

A 

Powermonger (IBM) 

A- 


ADVENTURE /ROLE PLAY 


STRATEGY 


PAST 

IBM AMI 


Black Crypt 


34 

Castles 

36 

36 

Castles N. Camp. 

19 


Champions Krynn 

19 

34 

Conquest of the Longbow 

42 

37 

Curse Azure Bonds 

34 

34 

Dark Lands 

39 


Dark Queen of Krynn 

34 

34 

Dark Sun 

October 


Dungeon Master 

31 

31 

Eye of Beholder 

34 

34 

Eye of Beholder 2 

38 

38 

Four Crystals of Trazere 

34 

34 

Gatewy Savage Frontier 

34 

34 

Heimdall 

32 

32 

Heroes Quest 3 

42 


Kings Quest 5 VGA 

42 

39 

Kings Quests 

Sept 


Legacy of Necromancer 

27 


Legend of Kryandia 

37 


Lord of the Rings 

36 

36 

Lord of the Rings 2 

36 


Magic Candle 2 

39 


Magic Candle 3 

October 


Might & Magic 3 

39 

39 

Might & Magic 4 

39 


M&M CLouds of Xeen 

39 


Merchant Colony 

32 


Pirates Gold 

Winter 


Pool of Radiance 

15 

15 

Pool of Darkness 

39 

39 

Prophecy of the Shadow 

39 

39 

Quest for Glory (New) 

22 


Ragnorok 

35 


Rampart 

28 

28 

Realms 

20 

Fall 

Secret of Monkey Island 

37 

37 

Secret of Monkey Island 2 

39 

39 

Secret Silver Blades 

15 

34 

Shadowlands 

33 


Spoils fo War 

37 


Tales of Magic 

39 


Treasures Savage Frontier 

34 

34 

Ultima 6 

42 

42 

Ultima 7 

47 


Ultima Trilogy 2 

47 


Ultima Underworld 

47 


Uncharted Waters 

43 


Warriors of Legend 

20 


Wizardry 6 

39 

39 

Wizardry 7 42 

PRESENT 


Buzz Aldrin Space 

42 


Crisis in the Kremlin 

42 


D/generation 

34 


Dagger of Amon RA 

42 


Elvira 1 

43 

43 

Elvira 2 

43 

43 

Heart of China 

37 

37 

Indy Jones Atlantis 

39 


K.G.B. 

Sep. 

Sep 

Leisure Suit Larry 5 

42 

38 

Lost Treas. Infocom 

42 

42 

Oh No! More Lemmings! 

22 

22 

Jaws of Cerberus 

43 

43 

Lost in L A. 

38 


Out of this World 

37 

37 

Police Quest 3 

42 

37 

Rocketeer w/Sound 

42 


Savage Empire 

39 


Sea Rogue 

28 


Strike Commander 



Willy Beamish 

42 



FUTURE 


A.6.E. 

IBM 

Sept 

AMI 

Sept 

Battletech 2 

19 


Buck Rogers 

15 

33 

Buck Rogers 2 

34 


Breach 2 

21 

33 

Dune 

37 

37 

Epic 

42 

42 

Elite Plus 

32 


Free D.C. 

40 


Gateway 

38 


Hard Nova 

34 

34 

Jonny Crash 

Fall 


Leather Godesses Phobos 2 46 


’M' November - 

Mantis Fighter 

38 

38 

Martian Memorandum 

30 


MechWarrior 

25 


Megatraveller 1 

15 


Megatraveller 2 

39 

37 

Megatraveller 3 

Fall 


Nova 9 

25 


Out of this World 

37 

37 

Planets Edge 

38 


Powerhits Battletech 

33 


Rex Nebular 

38 


Rise of Dragon VGA 

39 

39 

Rules of Engagement 

39 

39 

Space Quest 4 

42 

37 

Star Control 

37 


StarFlight 1 

17 

34 

StarFlight 2 

19 

34 

Star Trek 25th Anniversary 

36 


Twilight 2000 

32 

Fall 

Twilight 2001 

Jan 93 


Ultrabots 



Wing Commander 2 

47 


W/C 2 Spec Ops 1 

19 


W/C 2 Spec Ops 2 

19 


Speechpak 

15 



HINT BOOKS 


AO & D Clue Books 10-12 

Chuck Yeager Handbook 16 

Civilization 17 

Eye of Beholder 2 12 

Falcon Air Combat 12 

Lord of Rings 10 

Lucasfilm Air Combat 16 

Harpoon Battle Book 19 

Magic Candle 2 10 

Might & Magic III Hint 15 

Planet's Edge 15 

Railroad Tycoon 12 

Run 5 Magazine 1-17 5 

Seria Hint Books 8 

Star Trek 25th 10 

Ultima 7 10 

Ultima Underworld 12 

Wing Commander Hintbook 15 
Wizardry 6 Hint Book 12 


HARDWARE 


Adlib 49 

Soundblaster (Pro) 180 

Soundblaster (Pro Basic) 150 

Soundblaster (Micro Ch) 269 

Gravis Eliminator Card 29 

Gravis (Joystick) 39 34 

CH-Flightstick 49 

Pro Audio Spectrum 16 Bit 239 
Thunderboard 99 

Thrustmaster J/S 79 


Thrustmaster Weapons Cntrl 79 



F-15 III 


Using a revolutionary new visual 
system, F-15 III will create the most 
realistic dogf ighting so far. Z player 
abilty via modem or direct link, will 
allow formation flying, head to head 
combat or pilot/RIO teams. 

IBM $47/42 



CONQUERED 

KINGDOMS 


Become the world's greatest 
conquerer! Plunge into a midieval 
world to conquer Cascatia. Nine 
scenarios, random map generator. 
Basic or fantasy units or both. Rich 
in strat & tact. Full ranking system. 
Win awards and promotions. Mo- 
dem play. 1 or 2 players. 21 diffi- 
culty levels. Must own! 

IBM $37 



CLOUDS OF 
KEEN 


Might & Magic IV - Clouds of Xeen. 
Bigger and more astonishing than 
M&M III! This now linear game 
includes stale of the art 3-D graph- 
ics and digitized speech. Includes 
new monsters, plots and schemes. 
A sure must for real time, first per- 
son gammer. 

IBM $38 



RAGNAROK 

An excellent single-character role- 
playing game based on Norse my- 
thology. As addictive as Warlords, 
this detailed, yet easy to learn prod- 
uct uses a “point and click" system. 
It has six (6) character classes, 200 
unique races of beings and hun- 
dreds of items to discover. Look for 
add on disks soon. 

IBM $35 


PREWWII 


Bandit Kings China 

IBM AMI 

39 39 

Battles of Napoleon 

36 


Civil War Vol. 1.2 or 3 

27 


Conquered Kingdoms 

October 


Genghis Khan 

37 

37 

Gettysburg 

39 


Gold of Americas (SSG) 

26 


Grand Fleet 

39 

39 

Kingdoms of England 


37 

L'Empereur 

36 


No Greater Glory 

43 

43 

Nobunaga’s Amb. 2 

39 


Prelude to Jutland 

29 


Red Baron VGA 

42 

37 

Romance 3 Kingdoms 2 

42 

42 

V for Victory 

43 


Warlords/Enhanced 

32 

32 


WORLD 

WARM 

Aces of the Pacific 

42 


Action Stations V. 3.2 

32 

32 

Action Sta. Data Disk 

17 

17 

Air Raid Pearl Harbor 

29 


8-17 Flying Fortress 

38 


6. Tank Barbarosa 

39 

39 

Bismarck 

29 


Carriers at War 

42 


Carrier Strike 

42 


Fleet Commander 

Winter 


Fleet Med 

39 

39 

Great Naval Battles 

October 


In Harm’s Way 

39 

39 

Malta Storm 

39 

39 

Midway 

29 


M8T Kursk 

39 

39 

Panzer Battles 

26 

34 

Rommel N. Africa 

26 


Second Front 

37 

37 

Secret Weapons Luft. 

44 


P-38 (LUCAS) 

20 


P-80 (LUCAS) 

20 


DO 335 

20 


HE 162 

20 


Silent Service 2 

34 

34 

Task Foerce 1942 

XMas 


Their Finest Hour/Battlehawks44 

19 

Third Reich 

28 

28 

Typhoon of Steel 

19 

39 

V for Victory 

43 


Western Front 37 

SCI-FI 


Armada 2525 

34 


Breach 2 

21 

34 

Imperium 

28 

28 

Mantis 

41 


Reach for the Stars 

28 

28 

Robosport (Windows; 

38 

38 

Rules of Engagement 

39 

39 

Second Conflict (Windows) 34 



1 OCTOBER 

SPECIALS 

Batletech II 


19 

Conflict Korea 


16 

Champions of Krynn 


19 

Curse Azure Bonds 


15 

Death Knights of Krynn 

19 

Knights of Legend 


15 

Mechwarrior 


25 

Ogre 


19 

Omega 


15 

Overrun 


10 

Patton Strikes Back 


17 

Quest for Glory II 


22 

Secret Silver Blades 


15 

War of Lance 


12 


MODERN 

IBM AMI 


A Line in the Sand 

27 


Adv. Tac Air Com. Summer 


Conflict Korea 

16 

37 

Conflict Middle East 

39 

39 

F-117A Nighthawk (VGA) 

43 


F-15 111 

42 


F-15 III MstrEdit 

47 


Falcon 3.0 

45 


Falcon 3.0 Campaign Disk 

25 


Global Effect 

34 

34 

Gunship 2000 

38 


Gunship 2000 Disk 1 

22 


Harpoon v.1.2 

27 

33 

Harpoon #2 Or 13 

20 

20 

Harpoon #4 

22 

22 

Harpoon Designer Series 

32 


Harpoon Seen. Edit. 

28 

28 

Harpoon Challenger Pack 

43 

52 

M-1 Tank Platoon 

36 

36 

MBT Centr. Germany 

39 

39 

MBT Middle East 

39 

39 

MBT North Germany 

39 

39 

Megafortress (360) 

28 

39 

Megafortress Mission Disk 

#124 


Megafortress Miss /2 

24 


NAM 

31 


7th Fleet 

39 

39 


GENERAL 


A-Train 

42 


Civilization 

38 

38 

Civilization Mslr Edit 

45 


Empire Deluxe 

November 


Global Conquest 

39 


Lost Admiral 

38 


Lost Admiral Enhanced 

Winter 


Perfect General 

38 

38 

Perfect General Disk 2 

October 


Perfect General WW II Disk 22 

22 

Populous 2 


39 

Populous World Editor 


15 

PowerMonger 

34 

34 

PowerMonger WW 1 Disk 


22 

SimAnt 

38 

38 

Sim City 

34 

34 

Sim Earth 

44 

44 

Sim Life 

FallAVinter 


Spoils of War 

36 


Theatre ot War 

33 



SPORTS 


Battle Chess 4000 VGA/SVGA33/42 


Grand Prix 

37 


Hardball 3 

37 


Players Disk 

15 


Stadium Disk 

15 


Jack Nicklaus Signature Golf 42 


Links 

39 

39 

Links Disks 1-7 

16 ea. 


Links 386 

42 


MicroLeague Baseball 4 

33 


NCAA College Football '92 

37 


NFL 

42 


NFL Pro League '92 

37 


The Games/SummerChallengeOctober - 

The GamesANinter Challenge 36 


Tony LaRussa 

34 


LaRussa Disks 

15 


Madden Football 


34 

MLBPA Stats '90 

15 


Pro League Baseball 

37 


Soiitare’s Journey 

38 


Wayne Gretsky 2 

36 

36 

Hockey League Simulator 

28 

28 

World Curcuit 

Summer 

34 


■ Ground shipping on orders 
of 2 or more games! 

* (Add On Disks Not Included) 

SAME DAY SHIPPING depending on availability. Hours: Mon-Fri 
lOam-lOpm Eastern (6am-7pm Pacific). UPS $4.00 (AK & HI = $11) 
COD $8.00. Second day air: $2.50 extra. SHIPPING OUTSIDE OF 
U.S. is $12 & UPS Foreign available. UPS OVERSEAS: 3 day shipping 
time! Prices are subject to change so please call first! 

PHONE (404) 840-7906 24 HR. FAX Line: (404) 840-7925 



For information and release dates l-(404) 840-7906 

To place orders, call l-(800) 852-6187 

2890 LAKE COLONY DRIVE, SUITE 12, NORCROSS, GA 30071 
Please Have Credit Card Ready! Open Saturdays 10-5 for Your Convenience 
TOLL EREE IN CANADA 
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pass" base, then click on the medium 
pass button, click on the ‘motion’ but- 
ton to set the flank moving, then the 
play action button to fake a full-back 
hand-off, and, finally, click on the pass 
pattern button to chose a down n’ out 
for the primary receiver — and one has 
a play. As one might guess, it can get a 
little tedious building plays from the 
ground up every time. The field action 
is lively, though it is very difficult to 
tell just exactly what is going on, and 
the players feel a bit oversized for the 
field dimensions. It can get awfully 
crowded (i.e. it’s not uncommon to find 
four defenders guarding a receiver on a 
deep corner pattern). Beyond the Chris- 
tian Cowboy, Merit got no further NFL 
licenses for this product, so neither 
team names nor actual player names 
are used. Supports modem connect for 
long-distance Tele-Bowls. IBM 
($49.95). Circle Reader Service #15. 

MicroProse 
Hunt Valley, MD 

DARKLANDS: MicroProse ’s much 
anticipated RPG set in medieval Ger- 
many has been met by its public with 
much to-do. Some of the hoopla can be 
attributed to the hoard of bugs in the 
initial release (which has since been 
replaced by two updates), but the sub- 
stantive debate surrounds the open- 
ended approach to game developmenf 
wherein the story is not a linear one 
leading to an ultimate confiicf but 
rather, the player is allowed the free- 
dom to choose how the story should 
progress, which heroic tasks to take up, 
and when the game should end. Thus, 
the game becomes more of a ‘simula- 
tion’ and less of a story. Beyond this, 
Darklands has a wonderful character 
generation system, beautiful splash- 
screen graphics, a quasi-real-time 3-D, 
isometric combat system, a relatively 
simple armor/weapon system, an in- 
volved alchemical system, a unique ap- 
proach to ’magic’ involving the 
worship of saints, and a rather repeti- 
tive menu system when interacting in 
cities, hamlets, and monasteries. IBM 
($69.95). Circle Reader Service #16. 

Microsoft 
Bellingham, WA 

MICROSOFT GOLF: The computer 
industry giant makes its first major en- 
tertainment release since Flight Simu- 
lator in another "mass-appeal" genre. 
Developed for Microsoft by Access, 
this is actually Links for the Windows 
environment. While not as graphically 
stunning as Access’ latest Links 386 



Darklands 




Carl Lewis Challenge 



Spoils of War 



Gobiliins 


Pro, it’s still graphically superior to 
most competitors in the market. Now 
players can play all of the Links Cham- 
pionship Courses (completely compat- 
ible) in a customized windows 
environment while running other appli- 
cations. Of course, the only practical 
use for the multitasking function is to 
sneak a few holes in your cubicle dur- 
ing work hours (no more need for a 
"Boss" key as the Windows magic key 
sequenee (Alt-Esc) will instantly take 
one baek to their application). It’s been 
reported that productivity in Redmond, 
Washington has dipped precipitously 
since the eompany-wide beta-test. Pro- 
ductivity managers! Don’t let this hap- 
pen to you! IBM ($64.95). 

Circle Reader Service #17. 

Psygnosis 
Brookline, MA 

CARL LEWIS CHALLENGE: Ifthree 
channels of continuous Olympic cover- 
age weren’t enough for your ravening 
track and field appetite, then get inter- 
active with this collection of events in 
the thumb blistering tradition of ath- 
letic action gaming. There is a small 
strategy element to the game as one 
must design a five week training regi- 
men for his/her athletes prior to the 
competition to maximize an athlete’s 
agility, speed, power and stamina, as 
well as make the strategic assignments 
of athletes to events from one’s stable 
of Olympic hopefuls. Beyond this, Carl 
Lewis is pure action-gaming requiring 
world class levels of eye-hand athleti- 
cism. IBM. Circle Reader Service #18. 

R.A.W. Entertainment, Inc. 

3027 Marina Bay Drive, Suite 110 
League City, TX 77573-2772 

SPOILS OF WAR: RAW Entertain- 
ment, the international talent scout for 
independently developed strategy 
games, has diseovered a solid product 
in this game of conquest from the Ger- 
man Design Group. As previewed in 
issue #99, this is a sometimes daunt- 
ingly complex mix of exploration, co- 
lonial administration, and strategic or 
tactical warfare for one to four human 
or computer opponents. A map genera- 
tion feature ensures that aspiring con- 
quistadors always have "New Worlds" 
to oppress. Amiga, IBM ($59.95). Cir- 
ele Reader Service #19. 

Sierra On-Line 
Coarsegold, CA 

GOBLIIINS: No, the copyeditor isn’t 
on vacation; the title of this bizarre 
French import has three ‘eyes’ in it; one 
for each of the zany little gobliiins the 
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COMING THIS FALL 


Special Charter Subscription Offer - $9.95/yr 

six Bi-Monthly Issues 

To Subscribe, Call 1-800-827-4450 


Is Low Frequency Radiation 
Endangering Your Child? 



Taking A Peek 


player controls while trying to figure 
out the goofy puzzles in this 3-D Sierra- 
style world. Each of the three goblins 
has a gift; Hooter casts a general magic 
spell with varying effect; Bobo is a 
pugilist and a rope walker; and Dwayne 
is the only one with any manual dexter- 
ity, it seems, as he is the only one of the 
triplets who can pick-up and use an 
item. Players must figure out how to 
use these skills, and in what order, to 
bypass the obstacles that lie in the path 
to their goal (which, by the way, is to 
save their king from the voodoo tor- 
tures of some nasty gobliiin hater). This 
game is heavy on the cute factor as 
there are dozens of silly animations 
(including a wacky intro sequence) to 
accompany nearly every move the 
gobliiins make. Even when idle, these 
guys will play with yo-yos and yawn 
and wink and what not, and when the 
player fouls up, well, he’ll catch non- 
verbal hell from this unforgiving 
bunch. A game hasn’t tipped the 
cutesie scale this far since Lemmings. 
IBM. Circle Reader Service #20. 

Softdisk Publishing 
606 Common St. 

Shreveport, LA 71101 

KEEN DREAMS: King Boobus Tu- 
ber, the evil potatoe (we have to be 
careful, the Grand Old Party might leg- 
islate a spelling change) monarch, has 
captured innocent children and sub- 
jected them to the tortures of deranged 
vegetables (the end result of geneti- 
cally engineered foods, no doubt), in 
this link between the two previously 
published Keen trilogies. Developed 
for Softdisk by Id Software (the de- 
ranged bunch responsible for Wolfen- 
stein 3-D) this is yet another action 
romp through Keen’s disturbed world. 
Will Keen succumb to the (spelling?) 
vices of the potatoe fiends? Will his 
sweet disposition be spoiled by Sour 
Grapes? Will he, like all strong leaders 
of the free world, have the strength to 
‘just say noe’ to the Broccolashes? 
Register this shareware and see. Warn- 
ing: may induce vegetative states. IBM 
($14.95). Circle Reader Service #21. 

Three-Sixty, Inc. 

Campbell, CA 

THEATRE OF WAR: As previewed in 
CGW#97, this is an abstract, real-time, 
somewhat chesslike sort of strategy 
game, that defies all attempts at a suc- 
cinct description. As difficult as it may 
be to describe its mechanics, the graph- 
ics are even more so: geometric figures 
transform into animated creatures that 



Keen Dreams 
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Theatre of War 



Floor 13 



Heimdall 



Realms 


fight out the action on a 3-D polygonish 
board seen from a side-long perspec- 
tive with command icons floating in 
virtual space. Even if abstract strategy 
is not one’s mug of Sanka, this is one 
to see at the software store. IBM 
($49.95). Circle Reader Service #22. 

Virgin Games, Inc. 

Irvine, CA 

FLOOR 13: Murder, intrigue, scan- 
dal — according to this paranoiac com- 
puter game, these are the necessary 
element of a strong democratic govern- 
ment. Players take the role of the head 
of a secret agency behind the British 
government, responding to events that 
threaten the standing of the govern- 
ment in relation to ‘them’ — the oppos- 
ing political party. Players assign 
agents to trail, tap, slander, abduct, in- 
terrogate and murder political dissi- 
dents. It’s a do-or-die task for the 
player, as incompetence will lead to a 
short flight out of the 13th floor win- 
dow of one’s office. IBM ($19.99). 
Circle Reader Service #23. 

HEIMDALL: The mythos of the Ice- 
landic Eddas has sure made a resur- 
gence in computer role-playing lately. 
Here, once again, the gods of Odin’s 
Hall have found themselves duped by 
the evil Loke and are forced to choose 
a human to save their deified derrieres. 
The player chooses six human heroes 
out of the 30 provided and leads them 
through this rather large R-Ping space 
of mythical inspiration. The view is the 
popular 3-D isometric view, and the 
combat system is somewhat like that of 
Elvira. The generation of Heimdall’s 
(the hero) initial traits is based upon 
three action sequences wherein one 
must chop off a barmaid’s blonde po- 
nytails with throwing axes, catch a 
greased pig, and rob a ship of its gold 
while fighting off hoards of pissed-off 
sailors. Amiga, IBM ($39.99). 

Circle Reader Service #24. 

REALMS: This European strategy 
game is a potpourri of recognizable 
elements from several recent releases. 
There’s the requisite, vogue and hack- 
neyed Populous perspective and inter- 
face, the city-by-city strategic elements 
of SSG’s Warlords, and the real-time, 
tactical battle system of Microprose’s 
Sword of the Samurai. While the inter- 
face is a bit cumbersome, the game 
appears to have some depth, and may 
prove a challenge to the casual strate- 
gist. Amiga, Atari, IBM($39.99). 
Circle Reader Service #25. oaw 
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Better Equipment. 
Better Sound. 




Forget primitive monkey-see-monkey-do 
technology like Sound Blaster and AdLib. 
Today, even a chimp can hear the 
difference, between the tinny, toy-box 
mono of older cards, and ATI's big-as-life 
stereo sound. 

Stereo Sound 

The fact is, ATI sound cards make 
monkeys out of the competition. They 
give you crystal-clear CD-quality sound at 
sampling rates up to 44 kHz, and add 
stereo separation to your existing mono 
software applications and games. They 
even let you play and record your own 
stereo sound files. 

Software Compatibility 

Let yourself really go bananas with 
ATI's 1 1 -voice FM synthesizer and digital 
sound support. Full compatibility with 


Sound Blaster and AdLib lets you hack 
your way through the jungle of games and 
multimedia software, in DOS or Windows. 
Our bundled software, including MIDI 
editing and playback utilities, is more fun 
than a barrel of monkeys - and a lot 
more useful. 

High Speed Joystick Port 

Why let the older type of joystick port 
throw a monkey wrench into your gaming, 
with erratic response on today's fast 386 
and 486 computers. Our stereo cards let 
the gamer in you really go ape, with a 
built-in multi-speed adjustable joystick 
port that works smoothly on any PC. 

Don't add mono sound to your PC 
when you can have stereo. 
AskforATI,askforSTEBEO-F/Xand 
hear the difference. 




STEREO-F/X 


Superior stereo sound, with multi-speed 
game port. MIDI port optional. 


VGASTEREO-F/X 


Same great stereo sound, with multi- 
speed game port and MIDI as standard 
equipment, p/us ATI's award-winning 
VGAWONDEB XL graphics - all on a 
single card. 


TECHNOLOGIES INC. 


Perfecting the PC 


ATI TECHNOLOGIES INC., 

3761 Victoria Park Avenue, 
Scarborough, Ontario, 
Canada M1W 3S2 
Tel: (41 6) 756-0718 
Fax: (416)756-0720 


Copyright ©ATI Technologies Inc., 1992. All company and/or product names are trademarks and/or registered trademarks of their respective manufacturers. 


Circle Reader Service #46 












Nova 9 


AMIGA: 

Nova 9 (Dynamix) 

IBM CD-ROM: 

Kings Quest V (Sierra) 

IBM: 

Birds of Prey (Electronic Arts) 
Tristan Pinball 

(Amtex Software Corporation) 

MACINTOSH (Color only): 

Space Quest I (Sierra) 

MACINTOSH (BAV & Color): 

Command HQ (MicroPlay) 
Pools of Darkness (SSI) 
Where in America’s 
Past is Carmen Sandiego? 
(Broderbund) 



Kings Quest V 




Birds of Prey 


Space Quest I 



Tristan Pinbali 



Command HQ 




Where in America's Past is 
Carmen Sandiego 



Poois of Darkness 
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Home ProdiKtivity 


Education Software 

Alioifl 
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Dane 

Dungeon Mosltr 
F IS Striha Eofiell 

Hcoi^Chira 

lorC NicIrlotH Unbmted Golf 


Curries DtWoi 
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Itagic Pockets 
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I - VGA Version 
I Scenario #1 


CD ROM 

CD ROM'Amer Btrsiness ^tonebaok 
CD ROM-Bottle Chess m S DOS 
CD ROU-Coinness EXsc of Reord 


4ni/jrff 

Recreation Software 

rceitt 

A0&D:fye ol the l^iddei II 


^Accolade: 

Summer 

Challenge 


Now Only 

$ 330 ® 


Why woit four more years? Summer Challenge lets you represent 
your country in the hurdles, pole vault, high jump, cycling, koyaking, 
javelin, orchery, & equestrian events now! Allows up to 1 0 players to 
compete for the gold, silver or bron7e. 


lAiivenluies ot leornsh 
ICoil levis Qiribnge 
Kusile ^ Dr. Irom 
|(»-(i](i(icin 


Red Iwon 
Robo Sport 

Seciei of Monkey IsioridH 
Shodow Of Fhe leost 
ShodowOfTheleosilt 
SimArrt 

SoiiiQcte'sJouriiey 
Spore Shuttle 
Snip Poher III 
Snip Poker lll/I Onto Disk 
Snip Poker ini'] Oolo Disk 
SrripPoktfRIfSEkitaDisk 
Strip Poker Dl #4 Data Disk 
Strip Prter KI#S Data Disk 
Woild Greuil Grond Piii 

mpc 

Access / Books 

Inokio Plus Joystick 
bovK Gomepod 
Inirudei SJc^istickOS-lth 
VO AudiiiSpMttum U 
■ Sound Uraot 
H Sound Mosler Pro 
^^ound Biosiei Pro Iom 


AIpe llostor Phis 
Sr^Works 
IDd Works 

Uotn MhM Astronomy 
born About Computots 
Leons tho AlphoM 
Moth Bloster Phis - Kewl 
Uovis Beecon Tenches lyping 
CkbitsiVoyose the Solot Sys 
Oceiiors Trail ko^REET Shirt 


AutcMap 

AutoWorks 

Design Your Chun Home Arch 
Design Your Outn Home hit 
Design Your Osun londscspe 
Design Your Ouns Roiltood 
Eip^ Astronomer 
Expert Londscope 
Expert Office Design 
Expert Pet Cote 
Expert Resume Writer 


Prim Shop Deluxe 
Print Shop Dehne Bustrwss 
Ihinl Shop Deluxe Sons)^ 
Sprout 

Recreatioii Software 

AD&D:Eye olKie Belairler 
AcesofthePocilk-VGA 
to Force Oimtnandtt 
tocroH t Sc«iefY Designer 
B 17 Flying Fortress VGA 
Bofhie Design Stoho 
Bothies Glomorous 
Sothe Chess EGA & VGA 
Carrier Strike 


^Sierra: 
Quest for 
Glory III > 
Wages of 
War 


Now Only 

$ 42 "“ 


You must deliver the land of Tarna from disaster brought on by 
warring tribes, and save your friends Uhura & Rakeesh the Uontaur. 
Choose between roles as Fighter, Magic User or Thief. No prior 
experience with "Quest for Glory" needed. 


Expert Travel Ploiiner 
Heolriiy Cooking 


^ReadySoft: 
Dragon's 
Lairlll - 
The Curse of 
Mordread 


Retail: $59.95 

Now Only 

$ 36 "" 


Dungeon Master «And Adpi 
EcoOuestl/Mxd Up Totes... 


In revenge for her brother's destruction, the evil witch, Mordread, 
has captured your beloved Daphne ond the children. You must lest 
your skills in a frantic quest through time before your family is 
trapped forever in the Vortex of Eternity. 


Pkiytoom w/Sound 
SAT htsonnl TrwNr 
School House: 30 Progroms 
TreeHouse 

Where in Amorice's NtsT? 


Home Design 
KeyMop 

Lottery TrockeriWhe^ 
Monoging Your Money.. 
PofsonoBty Expert 


Flight Sim.Snd/Gri^ Upg. 
Fll^i^TrdiitiScmry 


Jock Ihckiflus Signeturo Ed. 
Jeopardy Three Pock 
Jet Fighter II 

Jet Fi^er II Teetks! Bimehe 
John Madden FeothoH II 
KIdPix 

Louto Bow il - VGA 
Ensure Suit tsry l/H/IH 
Life & Death 
Links 

Links 36B Pro 
Lo^Iteosures of Inlocom 
Lost Tioesures ot tolocom II 
MogkPockits 
Montis ExperimotAol FigIttef 


^Amtex: 
Tristan for 
DOS or 
Windows 


Retoil: $49.95 

Now Only 

$ 30 "" 


State of the art pinball with awesome sound, realistic ball action, 
and great scoring possibilities. Also, features extra ball, multi ball, 
double scoring, complete magic, Tristan bonus, sudden death million 
and more! 


FZMethWorrior/BottteTechlSIl 
MicroLeogue Boseboll lY/IFSA 
Monopoly 

OraotShorif on Bridge 
Otttol This World 
Patton Strdies Bock VGA 
PJonBIromOutorSpoce 
Pktnoi’sEdgc 
Plonet s Edge Hint Book 
Pro Loogue Boseboll 
Quest fw Glory I VGA 
Rood S Trodi Grand Ptix 
Roho Sport For Windows 
Scobbie Deluxe Ed Window 
Shodow PresidonI 
Sierto Action 5-Pock 
Sierro Dynoims Bundle ... 

Sierra Stortor Bimdle - VGA 

SknCrty 

SimCity lor Windows 
Simforlh 

St^ire's Journey 
^e Quest l/D/lll Bundle 
Sicu Contrail 

StorTr^;25thAnniv. HlntSk 
Slot Tr^: 23th Araivetsory 
Strip Poker II! 

Strip Poker llliPI Dolo Disk 
Ship Poker IIUJDoto Disk 
Strip Poker III #3 Doto Di^ 

Ship Poker III #4 Dolo Disk 
Ship Pokr III kS Data Di^ 

Ship Poker III kk Doto Disk 
Si«er Tetris 
Tetris Cktssk 
Theoier of Wot 
Thinkiag Crones 
Trump bsile II Dehiu Edition 
Ultima VII Clue Book 
Uhimo VII: The Bkxk Gate 
U'opio 

Vegoi Gomes for Windows 
Wheel of Fortime Three Pock 
Wheel of fortune w/Vonne White 
Wing Commonder II 
Wing Commonder II ^leech Orsk 
WolH’odr 
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Design Yout Own Nome Architect 

Design Your Owi Nome Interiors 

Design Yout Own londscope 

Expert Ashonomer 

Expert OFfke Design 

Golf Compomon 

Mkto Kitchen Comptnion 

My Advanced Mod List 

PtHrtShop 

Sptoui 

Recreation 5oftwore 

4DBoxn^ 

Advert, of Wdlie Becrnnh COLOR 
Bottle Chess 
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KidPix 
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Ufe or^ Death 

Lost Treasures ol Inforom 

LoslTreosutcs oMtiFocom II 
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PGA Tout ColfTouriitimeni Did< 
Ptoymoker Football Erdmed 
Prince of Persia 
Rodtood Tycoon 
Rad Boron 
Robo Sport 

Rommel BotHes in North Ahko 
Secret of Monkey blond COLOR 

Simeity 1 Terrain Editor 

Speche 

Super letrb 

Sixgeen 

IheBtoin 

Thunderboh 

TrisiHtMkCLC/MACII 


^Broderbund: 
Where in 
the USA is 
Carmen 
Sandiego? 

Retail $79.95 

Now Only 

$ 48 "" 


Deluxe Editioir. Cormen and he; bfond new gang of 1 5 villains ore 
Stealing national treasures from all over the USA. Features over 50 
digitized photos, SO US State mops, new digitized sounds and musical 
compositions, 3,000 clues, fabulous new location graphics and more. 


MAC 

Education 5oitwore 

l^d Works II 
Modi BkBer Pbs 
Pkiytoom 

Wlwe HI Time is Carmen? 


CD ROM-Desert Storm 
CD ROM-Gumness Disk of Retord 
CD ROM Lost Ireosures Inforom 
0 ROM-Shertock Detechve 
aiROM-SpoceshlpWerlock 
My Advonced Lobei Designer 


NvoWoWe es 

Ji,e4s ol oew 9™“" 


Computer EXPRESS 


1-800-228-7449 


Orders accepted on our toll free number Mon-Sol 8:30 to 5:30 ESI Visa, MasterCard & Discover cord accepted. All credit cord orders processed within 24 
hours. Conlinenlol US shipmenb; UPS ground S5, Airborne Overnight S7. Corp, Gov't Educ, APO, FPO, International orders accepted. No soles tax except for 
Moss odd 5%. Personal checks will delay shipment 5 business days. Producb covered by manufacturer's guarantee. Defective sotlwore replaced Immediately. 
No cod's. Item availability & price subject to change witout notice. 1 5% restocking fee for non-defective returns. 

Shopouron-linestoreslocotedonProdigy, CompuServe, GEnie, Delphi, LA Online and America On-line. 

mmamm 


Computer IXPRISS 
31 Union Avenue 
Sudbury, MA 01776 


Prodigy, CompuServe, GEnie, Delphi, lA Online and America Online are trademarks of their respective componies. 
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A monthly survey of the readers of Computer Gaming World Magazine. 

Prepared by Golden Data Services. 




Bestseller List 


PC Research Hits List 
of Tap-Selling Software 
June, 199S 

PC Games (MS-DOS) 

Rank Title and Source 

1 . Aces of the Pacific (Sierra On-Line) 

2. Links (Access) 

3. Indiana Jones: Fate of Atlantis (LucasArts) 

4. Powermonger (Electronic Arts) 

5. Civilization (MicroProse) 

6. Hardball III (Accolade) 

7. Gunship 2000 (MicroProse) 

8. FI I7A Stealth Fighter 2.0 (MicroProse) 

9. Dagger of Amon Ra: Laura Bow II (Sierra On-Line) 

10. Dark Seed (Merit) 

11. A-Train (Maxis) 

12. Monopoly (Virgin Games) 

13. Dark Queen of Krynn (Strategic Simulations, Inc.) 

14. Star Trek 25th Anniversary (Interplay) 

15. Sim City (Maxis) 

16. Ultima VII (Origin) 

17. Gateway (Accolade) 

18. Falcon 3.0 (Spectrum HoloByte) 

19. Police Quest III (Sierra On-Line) 

20. Flight Simulator 4.0 (Microsoft) 

Amiga Games 

Rank Title and Source 

1 . 688 Attack Sub (Electronic Arts) 

2. Links (Access) 

3. Dark Queen of Krynn (Strategic Simulations, Inc.) 

4. Black Crypt (Electronic Arts) 

5. AD&D Eye of the Beholder (Strategic Simulations, Inc.) 

Macintosh Games 

Rank Title and Source 

1 . Might & Magic I & II (New World) 

2. Prince of Persia (Broderbund) 

3. Flight Simulator 4.0 (Microsoft) 

4. Lost Treasures of Infocom (Activision) 

5. Red Baron (Sierra On-Line) 

Home Education (MS-DOS) 

Rank Title and Source 

1 . Where in the World is Carmen Sandiego (Broderbund) 

2. Mavis Beacon Teaches Typing (Software Toolworks) 

3. Where in the U.S.A. is Carmen Sandiego (Broderbund) 

4. New Math Blaster Plus (Davidson) 

5. Playroom (Broderbund) 

6. Algeblaster Plus (Davidson) 

7. Body Works (Automap) 

8. Mickey’s ABCs and Sound Source Pak (Disney) 

9. Where in Time is Carmen Sandiego (Broderbund) 

10. Your Personal Trainer for the S.A.T. (Davidson) 

This list is based on units solf by Software Etc.. Babbages, 
Waldensoftware and Electronics Boutique, For more information, 
please contact PC Research at (703) 435-1025. 


What You Have Been 
Playing Lately 

The Feedback Forum of Reader Response 

Beginning in issue #93 we added a new question to our CGW Poll 
cards. Along with the list of games to be rated (which is the basis for 
the Top 100 Chart and serves as a lasting indication of which games 
are quality works and which are not) we also wanted to know which 
games have grabbed you. which are hot. which keep you up into the 
wee hours, which have become the foundation of your spouse’s 
divorce filing. The following list was composed by adding up the 
number of times a game was written into the blank line provided on 
the CGW Poll card and putting them into rank. Since the data for this 
column will not be accumulated over time, this list will be more 
dynamic and will serve as a good indication of just which games have 
been responsible for the greatest loss in GHP (gross human produc- 
tivity). 

Feedback from CGW #97, August 1992: 

1. Civilization (MicroProse) 

2. Ultima VII (Origin) 

3. Aces of the Pacific (Dynamix) 

4. Wolfenstein 3-D (Apogee) 

5. Ultima Underworld (Origin) 

6. Links 386 (Access) 

7. Solitaire’s Journey (QQP) 

8. The Perfect General (QQP) 

9. Wing Commander II (Origin) 

10. Hardball III (Accolade) 

Interesting responses of the month: 

“Nothing, waiting for F-15 Strike Eagle IIP’ 

Microsoft Windows 3.1 [Ed: Passable graphics, smooth interface, 
but it just doesn 't grab me.] 

“Not this month,” 

Jill of the Jungle 
Super Breakout 
Altered Destiny 

Quotes of note: 

“My wife wants to change her name to Civilization in hope of getting 
equal time.” 

- Scott Petersen. Highland, CA 

[Ed: Either that or she may resort to a little "Industrial Sabotage” 
of her own. Better sit on the wire cutters.] 

“I have all 3 of the QQP titles. As far as I am concerned, their record 
is 3-0 with 3 KO’s, and the Perfect General is their knockout punch. 
Ole!!” 

- Jay Carter. Ovett. MS 

“I like Aces [of the Pacific] but sometimes I can get up and mix a 
drink between frames.” 

- Clint McCoy. Ellsworth AFB, SD 

[Ed: Is that so? Well, then you 'd better make Damon Slye a double.] 

“Editor, will you be my friend?” 

- Greedo, Mos Eisley 

[Ed: Pm sorry Jaba the Editor™ is in a meeting. Please take a seat 
in this gaping sand pit and someone will be with you in a moment.] 

“Hi.r m Ariel Gross and I live in Phoenix, Arizona. I’m 13 years old 
and love your magazine. I had a subscription but my dad cancelled 
it. I think we’re going to get another.” 

- Ariel Gross. Phoenix, AZ 
[Ed: Another dad, we presume.] 

“Falcon 3.0 is hands-down the most realistic flight sim available 
today, and a triumph for Spectrum HoloByte. I think that its steep 
learning curve has scared off many potential pilots, however. Stick 
with it. it’s worth the time.” 

- Andrej Gaspari. Shrub Oak, NY 
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COIVIPUTER GAIVIIIXIG WORLD’S HALL OF FAIVIE 


The games in Computer Gaining World's 
Hall of Fume have been highly rated by our 
readers over time. They have been rated for 
their impact on the computer gaming hobby 
during their peak period of influence and 
acceptance by our readership. Note that the 
dates listed for each game are the copyright 
dates and may precede the actual release 
dates. Specific formats listed are those 
which CGW has in its possession. Each 
month, we will publish a brief description 
of some of these classic games as part of 
this listing. 

The Bard’s Tale (Electronic Arts, 1 985) 
Many formats 

Chessmaster (Software Toolworks, 
1986) Many formats 

Dungeon Master (FTL Software, 1 987 ) 
Amiga. Atari ST, IBM 

Earl Weaver Baseball (Electronic Arts, 
1986) Amiga. IBM. Macintosh 

Empire (Interstel, 1978) Amiga, Atari 
ST, Commodore 64, IBM 

E-I9 Stealth Eighter (MicroProse, 
1988) IBM 

Gettysburg: The Turning Point (Strate- 
gic Simulations, Inc.. 1986) Amiga, Ap- 
ple. C-64. IBM 

Gunship (MicroProse, 1989) Amiga, C- 
64. IBM 

Harpoon (Three-Sixty Pacific. 1989) 
Amiga, IBM. Macintosh 

Kampfgruppe (Strategic Simulations, 
Inc., 1985) Many formats 

King’s Quest V (Sierra. 1990) Amiga, 
IBM 

M-1 Tank Platoon (MicroProse, 1989) 
Amiga, IBM 

Mech Brigade (Strategic Simulations, 
Inc.. 1985) Many formats 

Might & Magic (New World Comput- 
ing. 1986) Apple. C-64. IBM. Mac 

M.U.L.E. (Electronic Arts. 1983) Atari 
8-bit. C-64 

Pirates (MicroProse. 1987) Many for- 
mats 

Railroad Tycoon (MicroPro.se. 1990) 
Amiga, IBM, Macintosh 

SiinCity (Maxis, 1987) Many formats 

Starflight (Electronic Arts. 1986) 
Amiga, C-64, IBM, Sega 

Their Einest Hour (LucasArts. 1989) 
Amiga, Atari ST, IBM 

Eucasfilm (now LucasArts) electrified 
the gaming world with Larry Holland's sec- 
ond action game/combat flight simulator. 
The realistic bit-mapped graphics were a 
big hit with gamers who were tired of the 
polygon-filled look of other flight Simula- 


Ibuf greatest chaltenge 
lies ahead- and downwaids. 



Apple II t6-se«lor 


tors and the flight model was more realistic 
than that used in its predecessor (Battle- 
hawks 1942). In addition, gamers loved the 
ability to fly on both sides of the conflict 
and the capacity to take on the role of a crew 
member, as well as a pilot. 

Ultima HI (Origin. 1983) Apple. Atari 
ST, C-64, IBM 

Although Lord British often refers to the 
first three Ultimas as a trilogy (and they are 
marketed as such ). Ultima HI was really the 
first one to have a coherent plot beyond the 
typical dungeon romp. It set the tone for the 
future series and encouraged Lord British 
to try to accomplish more, in terms of role- 
playing, in the next trilogy of releases. 
Also, when the Ultima series was to be 
converted to the Nintendo platform. Ultima 
III was the game which was to be known as 
Ultima to hundreds of thousands of car- 
tridge gamers. 

Ultima IV (Origin, 1985) Amiga, Apple, 
Atari ST, IBM 

The world of CRPGs was revolutionized 
by both the character-generation system in 
Ultima IV and the concept of Avatarhood. 
From the time players responded to the 
ethical choices depicted in the introductory 
sequence to the time they had completed 
the quest, personal accountability played a 
major role in either the successful comple- 
tion or failure of the game. For the first 
time, ethics had become a significant part 
of a computer game and non-player charac- 
ters reacted to player characters on the basis 
of said character’s reputation rather than 
merely responding to his/her immediate ac- 
tions. 

Ultima VI (Origin. 1990) Amiga, IBM 

With this release. Lord British brought 
defined objects and realistic world models 
into the demesne of the CRPG. The moral 
lesson in the story was related to the idea of 
avoiding racial prejudice and the game 
regularly placed the player’s character into 
situations where he/she would have to grap- 
ple with the forces which lend themselves 
to reinforcing prejudice. Along with the 
new look and the six-button interface. Ul- 
tima VI showed that Lord British was no- 
where near finished with the world of 
Britannia. 

War in Russia (Strategic Simulations, 
Inc., 1984) Apple 

The first "monster" game on the com- 


puter, War in Russia depicted the action on 
the Eastern Front during World War II. 
Experienced gamers came to discover that 
the AI could be faked out easily in an early 
move of subterfuge, but the game contin- 
ued to have popularity because of its scale, 
subject matter and suitability for playing by 
mail (i.e. the save positions were in the right 
spot for players to be able to save their 
move, send a disk and wait for the return of 
the disk for their next move). It was popular 
among wargamers for as long as the Apple 
II remained alive. 

Wing Commander (Origin, 1991 ) IBM, 
Sega 

For months. Wing Commander held the 
highest rating in CGW Poll history. It was 
the ultimate action game in many ways. 
First, it combined the smooth performance 
of a polygon-filled flight simulator with 
convincing bit-mapped overlays that were 
artistically superior to the ordinary flight 
simulation. Second, it was a "shoot-'em- 
up" that allowed gamers to shoot at every- 
thing (even their mother ship!). Third, it 
wrapped the intense action, complete with 
a soundtrack that sped up and slowed down 
according to the pace of the action, with 
nicely paced cinematic story sequences to 
give a breather to even the hardiest joystick 
jockey. 

Wizardry (Sir-Tech Software, 1981) 
Many formats 

Wizardry was almost an instant classic. It 
offered a first-person perspective dungeon 
crawl using line and fill technology, as well 
as characteristics, spells and skills with 
which "people and paper" role-players 
could identify. Forcing players to save 
games at "inns" reinforced the suspended 
disbelief that one was actually exploring a 
dungeon in a real world where one’s char- 
acter had real needs. Plus the spells had 
interesting names that added to the sus- 
pended disbelief with regard to the magic 
system. 

Zork (Tnfocom, 1981 ) Many formats 

The Great Underground Empire was 
launched with the first publication of Zork 
on a home computer (the Apple II) in 1981. 
Infocom established a rich genre of quality 
games where the graphics were "in the 
mind" rather than presented on the screen. 
The classic Infocom games became the 
benchmarks for puzzle-driven adventure 
games and the lavish touches of zany hu- 
mor were just exactly right for providing 
comic relief whenever the gamer felt most 
frustrated. At the time the CGW Hall of 
Fame was established, the Zork games were 
past their prime and had fallen very low on 
the Top 100 ratings list. Since a high rating 
was necessary in order to be inducted into 
the Hall of Fame, Zork was not one of the 
original inductees. Zork has stood the test 
of time, however, and the rating criterion is 
hereby waived in favor of honoring this 
venerable classic, cbw 
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Editorial 


AC6VI/ 

by Johnny L. Wilson 



State of the Magazine: Over the years, 
we’ve adapted or developed quite a few 
terms, phrases, and acronyms to describe 
the world of computer gaming. Sometimes, 
we are queried as to what we mean by these 
terms, particularly when they are adapted 
from foreign languages or used with differ- 
ent nuances than the standard dictionary 
definition (or even differently than other 
magazines covering the same subject). 
Here then, as we reach the 100th issue 
milestone, is our first attempt at the Com- 
puter Gaming World glossary. 

Abstract: A brief summary of an article 
from another publication which is designed 
to suggest the salient points of said article 
and encourage interested readers to obtain 
a copy and read the full article. 

Action Game: Computer games that em- 
phasize hand-eye coordination and re- 
flexes. 

Adventure Game: Computer games that 
allow one to take an alter ego through a 
storyline or series of events. 

AI: Ostensibly meaning "artificial intelli- 
gence," it is actually used as a quick and 
dirty term for the computer opponent rou- 
tines. 

Busy-Bath Software: Computer games 
where there is far more exploration than 
meaningful interaction. Often applied to 
children’s games. 

CES: The acronym for the Consumer 
Electronics Show, a major electronics in- 
dustry exposition held in the Winter and 
Summer of each year and providing a venue 
for software publishers to unveil their up- 
coming computer games. 

Cheese Screen: A term inspired by be- 
havioral psychology to refer to the positive 
reinforcement, in terms of fanfare, that 
gamers (particularly adventure gamers and 
CRPGers) receive upon successfully com- 
pleting the game. 

Control Freak: The type of gamer, par- 
ticularly found among wargamers, who 
wants to control every aspect of every indi- 
vidual unit or person, regardless of scale, 
era or realism. 

CRPG: Computer role-playing games are 
a subset of adventure games which are 
based on character development (usually 
involving numerical values for attributes). 

Cyhurh: 1 ) the multi-player on-line gam- 
ing environment or telecommunity which 


enables gamers to socialize and interact so 
successfully in a simulated "reality" that it 
sometimes feels more real than one’s own 
physical neighborhood; 2) a place where 
gamers make friends they’ve never seen. 

Designer Notes: Articles from a member 
of the design team which express some- 
thing about how a computer game came to 
be or is coming to be. These articles are 
intended to share something about the phi- 
losophy behind or the inner workings of a 
game and are not supposed to be virtual 
press releases from the marketing depart- 
ment of a software publisher. 

Fred: Scorpia’s grue friend, an original 
cast member from Zork and the bartender 
at the tavern of the mind {The Scorpion’s 
Tale) where she gives hints on adventure 
games and CRPGs. 

Grognard: A noun derived from the 
French verb, grogner. The verb means "to 
complain" and referred to the veteran 
French soldier who always grumbled as 
they plodded toward battle, but were al- 
ways dependable in a crunch. Grognards 
tend to complain about everything in their 
games, but they always seem to be buying 
and playing new ones. Hence, we rnean 
those who are determined to play whelher 
a product is attractive, well-designed or 
interesting, simply because of their per- 
sonal interests. 

Flack and Slash: A type of CRPG with an 
emphasis on repetitive combat, almost to 
the exclusion of story, character interac- 
tion, discovery or management. 

Midrash: Taken from the interpretive tra- 
dition of Hebrew Scripture, we use the 
word to refer to the body of literature sur- 
rounding a game or period. 

NFC: Non-player character (those man- 
aged by the computer) in CRPGs. 

On-Line Games: Multi-player games 
where players participate simultaneously 
or by E-mail (see PBEM) over a local bul- 
letin board system. Local Area Network 
(LAN), or commercial network (such as 
America On-Line, CompuServe, Delphi, 
GEnie, Multi-Player Game Network, Na- 
tional VideoTex, or Prodigy). 

Paiktography: Taken from the Greek 
words for play and writing, this synthetic 
CGWtsm means "listing of games." We 
thought it sounded better than the ludicrous 
"gameography" we might have had to use 
otherwise. 


PBM: Originally part of the boardgaming 
hobby, Play-By-Mail referred to games 
where players entered their moves and or- 
ders by mail and received their results in the 
same way: In the computer game hobby, 
PBM games would be those where players 
exchanged disks through the mail. 

PBEM: Play-By-Electronic-Mail refers 
to direct connect, bulletin board systems 
and network games where players enter 
their moves on their computers and trans- 
mit their moves and orders by electronic 
messaging. 

Phased: Computer games in which play- 
ers (human and/or computers) alternate in 
activities over the course of a turn. 

Real-Time: As opposed to a turn-based or 
phased computer game, a real-time game 
requires the player to perform an action or 
actions where the game-time is passing at 
the same rate as time outside the game. 

Review: An article which examines the 
finished computer game and evaluates its 
merit on the basis of the reviewer’s experi- 
ences. CGW reviewers are expected to fin- 
ish adventure/CRPG games and to win at 
strategy/simulation games. 

Simulation: Computer games based on 
first-person perspectives of real-world en- 
vironments (i.e. even science-fiction or 
fantasy-based simulations must operate ac- 
cording to real-world models). 

Sneak Preview: An article based on a 
work-in-progress. CGW does not print 
sneak previews on games with which the 
writer has not had some hands-on experi- 
ence. Although the designs sometimes 
change after the sneak previews are printed, 
the articles are based upon our perceptions 
of the products and are not written by per- 
sons involved with the game’s design. 

Strategy Game: Computer games that 
emphasize strategic planning and problem- 
solving. 

Turn-Based: Computer games in which 
each turn represents a period of time which 
is not equivalent to time outside the game. 

Virtual Reality: A full 3D experience 
where the player is totally immersed in a 
computer generated world as opposed to 
interacting with pseudo-3D images on a flat 
screen. 

Wargame: Simulations of historical or 
futuristic warfare from a command per- 
spective. CGW 
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Without 

THE 

Word, 

There 

IS 

No 

Magic. 


Without 

THE 

Magic, 

There 

IS 

No 

World. 


Start the game from 
the Circle of Stones, 
gateway to Valoria's 
Magical Realms and 
re-entry point for the 
Modem World of Terra. 


^^apulted through 
a portal in time and 
space, you encoun- 
ter a Mentor Wizard 
who will teach you 
the basics of magic. 
In return for this 
coveted knowledge, 
you must shoulder a 
grave responsibility... 


helpful allies, who 
will provide you 
with the knowledge 
and commonplace 
objects required for 
the art of SpellCraft. 


Learn to craft and cast spells to 
save both the Modern and Magic 
Worlds from the tyranny and destruc- 
tion of the power-mad, warring Lord 
Wizards. 


Combine everyday items with the 
right Magic Words to awaken their 
magical Aspects. Then, test these 
spells in combat against Valoria's 
cunning Lord Wizards. 


Conjure a multitude of 
spectacular magic 
effects, from scorching 
fireballs and fire- 
breathing dragons to 
ominous armies of ores. 


Accept the challenge and travel the 
Modern World of Terra in search of 


Experiment with 
almost 60 ingredients 
to create over 1 00 
supernatural spells in 
your wizardly 
workshop. 


A challenge to be mastered by only 
the most experienced player, 
SpellCraft offers: 

• 1 00 + hours of game play 

• Richly detailed graphics 
(256-color VQA) 

• Spell-binding music and sound 
effects that are compatible with 
Ad Lib, Roland, and Sound 
Blaster sound cards 


Available for MS-DOS and compatible 
systems. 
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Can Furballs 
Really Fly? > 



here's only one way to find 
out. Jump into Wing 
Commander, the game series that 
defined interactive entertainment 
on the PC. You're whisked to the 
front lines and left in the middle of 
an intergalactic brawl with a 
bunch of flea-bitten, battle-scarred 
felines from Kilrah. 


And the cats are ready to rumble! 

You'll launch into more than 160 
dogfight-filled missions, first as a 
scared rookie pilot assigned to the 
carrier Tiger's Claw, later as a com- 
bat-hardened veteran fighting to save his reputation. And you'd better be good, because 
the action intensifies, the opposition stiffens, and the stakes climb with each victory. 









SSlIUllilN 


WING COMMANDER 

Came of the Year: 
Computer Gaming World and OMNI Magazine 


Best Action Came of the Year: 


Chicago Tribune, Game Players 



WING COMMANDER il 

Came of the Year: 

Video Game & Computer Entertainment 

Best Sound Effects and Speech: 
Computer Game Review 


Now available at your favorite software retailer 
on all popular MS-DOS formats — including CD-ROM! 


Wing Commander, Secret Missions, Special 
Operations, Vengeance of the Kilrathi and the 
distinctive ORIGIN logo are trademarks of 
ORIGIN Systems, Inc. We Create Worlds is a 
registered trademark of ORIGIN Systems, Inc. 
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C J ® 

Call 

1 -800-999-4939 
for MCA'ISA 
orders 
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